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Anita Placetohide 

-Amityville Herald 

Only Konami could bring something so demented 
and sick to your Sega™ Genesis™ 

Action! Adventure! A real scream! 

A must see!! - 


"55 levels of sheer terror. 

Not a dry seat in the house." 

-Washington Post Mortum 

“MORE FRIGHTENING THAN YOUR 
MOM AT A THRASH CONCERT.” 


Slash Meehup -Rolling Tombstone 

Thrilling performances by two teenage stars who must save 
cheerleaders, babies and BBQ-happy neighbors from every mon¬ 
ster that ever stalked the cineplex. 








Zombies Ate My Neighbors v and ■ 1993 Lucas Aria Entertainment Company Lucas Arts is a trademark of LucasArts Entertainment Company All Rights Reserved 
Used under authorization Konarni is a registered trademark of Konami Co . Lid J993 Konami {America) Inc. All Rights Reserved. 

Sega ** and Genesis are trademarks ol Sega Enterprises Ltd All rights reserved 
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B.A. Goner- New York Times Up 


Fifty-five B-horror 
movies rolled into 
one are now slay¬ 
ing in your neigh¬ 
borhood. 

Scream to the 

sounds of 1 ledgemaze Chainsaw Mayhem," "Mars Needs Cheerleaders" and "Weird Kids on the 
Block." Find your way through a "chopping" mall, a grocery store, mysterious monster islands, a 
haunted house and your own Zombie infested backyard. Run, swim and trampoline over hedges 
to escape hordes of Zombies, Chainsaw Maniacs, Mummies, Evil Dolls, Lizard Men, Blobs, 
Vampires, Giant Ants, Martians and more. Or take them out with your uzi squirt gun, exploding 
soda pop, bazookas and weed wackers. In a pinch use one of your collectible power-ups like 
secret potions and bobo clown decoys. Go it alone or as a Zombie squad of two. The game goes 
on and on and on. Run for your life! It just won't die!! 


KONAMI 
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The never-ending debate 
over gore in games goes 
on...with Mortal Kombat 
for the Super NES! 
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Limit any character’s 
moves with this incredi¬ 
ble trick that gives you a 
fair game in SF2 Turbo! 



SNES HI-TECH. ..11 

Feast your eyes on the 
“Project Reality” coming 
soon from Nintendo and 
Silicon Graphics! 


iNES REVIEWS...60 

New from Sunsoft, Aero 
the Acro*Bat is one 
spunky bat...cause he’s 
on the Super NES! 



FUTURE PLAY. ..20 
The ever-popular trilogy 
comes to life! Super 
Empire Strikes Back is 
now on the Super NES! 
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All the endings to Street 
Fighter II Turbo Edition 
are here! This is sure to 
amaze all! 



ULTRA PL AYS... 30-41 

Don’t miss our in-depth coverage on 
Interplay’s Clay Fighter and Capcom’s 
Aladdin! These hot games will warm you 
up this season! 

SUPER PILES.. .54-59 

For the best multi-faceted reviews, 
check out our Super Files on 
Battletoads and Double Dragon, Secret 
of Mana and Ranma 1/2: The Hard Battle. 




Lawnmower Man, Total Carnage, 
Tecmo Super Bowl, Skyblazer, Riddick 
Bowe Boxing, Jim Power: The Lost 
Dimension in 3-D, Super Chase HQ, 
Inspector Gadget. 
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THIS ISSUE? Check it out. 

er II Turbo, Mortal Kombat, Super Mario All-Stars, Alien 3, Tuff E Nuff, 
umble, Final Fight 2, Battletoads inlBattlemaniacs. 

^ j 

Back, Flashback, Super Putty, Sound Factory, Family Feud, 
17 2, Super Puyo Puyo, Dig ‘N Spike Volleyball, Fire Emblem, 


CMu$ D(' 

Might ■& hly: 

SJilijffOj flyby/yliy, Dri r 


super 

must* 


trated, Space Ace, Arcus Odyssey, Hebereke’s Popoon, 
n, Pink Goes to Hollywood. 


-J 


Acirl-jto 2, Ay/D irjy As/sPOili, £J 
fimy I'jf'j'j/jjfiy, 39M9 





Hockey, Bio Metal, Madden ‘94, Mario’s 
rs, TMNT: Tournament Fighters, Time Slip. 
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Callers must be 18 or older. Callers must use a touch lone phone, A service of Sendai Publishing Group, Inc. 1920 Highland Avenue, Suite 222, Lombard, IL 60148 
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ONLY 99c PER MINUTE! 


Let the whole worlcfkn 
games are and voice your vi 
Call the special EGM Top Tens Hotline and 
register your own awards! Simply call the 
number below, select your favorite games from 
the listing and power on! Then turn to next 
month's EGM's Top Tens to get the results! 

It's that easy! CALL TODAY! 


Don't agree with the Review Crew? Want your opinion to count? Cal! the EGM Top Ten Hotline and VOTE TODAY! 

After calling the Hotline, follow the prompts and enter the number corresponding to your favorite games below. Also listen to the latest and greatest gossip! 


1. SNES / SUPER EMPIRE STRIKES BACK 

2. SNES / STREET FIGHTER 2 CE TURBO 

3. SNES / SUPER MARIO ALL-STARS 

4. SNES / STREET FIGHTER 2 

5. SNES / SUPER STAR WARS 

6. SNES / FX TRAX 

7. SNES / OUT OF THIS WORLD 

8. SNES / BATMAN RETURNS 

9. SNES / YOSHI’S SAFARI 

10. SNES/FINAL FIGHT 2 

11. SNES/ MORTAL KOMBAT 

12. SNES/STARFOX 

13. SNES / SUPER TECMO NBA B-BALL 

14. SNES / SUPER TECMO BOWL 

15. SNES/BUBSY 

16. SNES/CLAYFIGHTER 


17. SNES/TMNT: TOURNAMENT FIGHTERS 

18. GENESIS / SONIC THE HEDGEHOG 2 

19. GENESIS / ETERNAL CHAMPIONS 

20. GENESIS / STREET FIGHTER 2 CE 

21. GENESIS / JURASSIC PARK 

22. GENESIS / MORTAL KOMBAT 

23. GENESIS / SONIC SPINBALL 

24. GENESIS / FLASHBACK 

25. GENESIS / BLOODLINES 

26. GENESIS / ALADDIN 

27. GENESIS / ZOMBIES ATE MY NEIGHBORS 

28. GENESIS / STREETS OF RAGE 2 

29. SEGA CD / CD SONIC 

30. SEGA CD / SILPHEED 

31. SEGA CD / BATMAN RETURNS 

32. SEGA CD / MORTAL KOMBAT 


33. SEGA CD / MONTANA FOOTBALL CD 

34. DUO /GATE OF THUNDER 

35. DUO / STREET FIGHTER 2 CE 
36. 3DO / CRASH ‘N BURN 

37. NEO«GEO / SAMUARI SHODOWN 

38. NEO«GEO / WORLD HEROES 2 

39. NEO'GEO / FATAL FURY SPECIAL 

40. NES / SUPER TECMO BOWL 

41. NES/ SUPER MARIO 3 

42. NES/YOSHI 

43. NES /MEGA MAN 6 

44. GAMEBOY / SUPER MARIO LAND 2 

45. GAMEBOY / ZELDA 

46. GAME GEAR / JURASSIC PARK 

47. GAME GEAR / SONIC CHAOS 

48. ARCADE / SUPER STREET FIGHTER 2 


Top Ten nominations change each month with all-new favorites! New entries in red. These nominations are good through November 30. 































































































© 1993 Mindscape, Inc, a Software Toolworks Company. Mindseape and its logo are registered trademarks of Mindscape, Inc. Captain America and the Avengers © 1993 Marvel Entertainment Group All 
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Get The Hot New Game For Home 
From The Software Toolworks 


Captain America and the Avengers, the hit arcade game and best-selling 
Marvel Comic, is now available for your Super NES®. Just like the arcade 
game, you can choose from any of the four Avengers, each with his own 
special powers. Your goal is to defeat the diabolical genius Red Skull 
and his super-evil mind control device. Game features include: 

Normal or extremely radical "Arcade Mode" with special challenges. 



Six levels of play and action sounds just like the arcade game. 

Amazing power-ups and action in the air, undersea or in outer space! 

Single or two player option with simultaneous cooperative play 
on the two-player setting. 


Captain America and the Avengers plays just like 
the arcade game and sounds just like the arcade game. 
All that's missing is the skee ball wussy next to you. 

Get this game! It's up to you and your Avenger to 
save the world, and maybe even the solar system. 


Win A Full Sized Arcade Game (Cool, huh?), 
Captain America Jean Jacket, T-Shirt or Cap! 

Think of it - a real, full-sized Captain America arcade game (just like the one to the left) 
in your very own bedroom or basement. Radical! Or you can win an embroidered jacket, 
Captain America T-shirt or really cool cap. Just fill out the coupon below and send it in. 
It's as easy as that! And make sure to check out the cool new Captain America and the 
Avengers game for Super NES at your favorite video outlet! 


Yes, Yes, Yes, I Want To Win This Arcade Game! i 

i 


Name 

Street 


City/State/Zip 
Phone { _ 


Mail to: Captain America Sweepstakes, c/o ! he Software Toolworks, 
P.O. Box 6139, Novato CA, 94949. Deadline 3/1/94. Drawing 3/31/94 


DEficial Rules 1) \'o Purchase Required. One entry per person. 2] To enter, fillin the coupon or print your name, address, city, state. zip code, phone number, age and the words "Captain America 
Sweepstakes' on a 3' x 5 r piece ol paper Mail your entry to The Software Toolworks, Captain America Sweepstakes, P.0, Box 6139, Novato, CA 949-59. All entries must be postmarked no later than March 1, 
1994. All cutties become the exclusive property of The Software Toolworks. Not responsible for lute, lost, mutilated, or misdirected mail. 3) The sweepstakes is sponsored by Mindscape, Inc. A Software 
Toolworks Company, and i> open to U.S, residents excluding employees (and their immediate families) oTMintbcape, The Software Toolworks, their subbiilsaries, affiliates, and agencies. Not sponsored by 
Nintendo or Marvel Entertainment Croup. 41 Prizes and their approximate retail values are (I) Grand Prize Captain America and the Avengers Arcade Game ($3,000); {10) First Prizes: Captain America 
Embroidered Jean jacket ($150 ca.k : 25) Second Prizes: Captain America T-Shirt (S25 «i); (100) Third Prizes: Captain America Cap (i\5 ca). Total retail value of all prizes $7,250. Chances of winning arc 
determined by total number of valid entries received. 5) W innerswill he randomly drawn on oraboul March 31,1994 and will notified by mail. All prizes will be awarded. Judges derisions are final. No 
substitutions or cash, equivalents. Taxes, if any. aie die responsibility of the winners. Grand Prize winner lor parent or legal guardian) must sign an affidavit of eligibility and publicity/1 lability release which 
most be returned and received within 21 days of lhc dale mailed to potential winner or alternate winners will tie selected. Tor a list of winners, send a self-addressed, stamped envelope to The Software 
Toolworks, Captain America Sweepstakes Winners. hGLneroni Court, Novato, CA 94949. Requests must he received before April 30, 1994. 6' Void where prohibited. All federal, i-tate and local laws and 
regulations apply. Acceptance of prize constitutes permission to use winners names and likeness for publicity purposes without additional compensation or permission 































This is the section in which you get to give us compliments, 
complaints, gripes, questions, rumors and opinions. If the 
editor likes your letter enough he may even print it right here 
in the magi Send all letters to: Feedback: Letters to the Edi¬ 
tor, Sendai Publications, 1920 Highland Ave M Suite 222, 
Lombard! IL 60148. Due to the high volume of letters 
received we are sorry that individual letters will not be 
answered. Keep sending in those letters, we love to get'em, 

BLOOD OR NO BLOOD? 

What’s al! this about the Super 
NES version of Mortal Kombat being 
so bad? I’ve played the one for the 
Genesis and the Super NES. You 
idiots were stupid to think the only 
thing going for the game was the 
blood. it wasn’t! If you’re a power 
player, you learn to notice certain 
things. What about the arcade ver¬ 
sion of Super Smash T.V.? Every 
time you blow away a guy he spat¬ 
ters into blood. Now let me ask you 
this: Is Super Smash T V. as big of a 
hit as Mortal Kombat? No! Mortal 
Kombat just took disgusting to new 
heights. The Genesis version’s 
backgrounds really stink and the 
voices are reduced to mere mum¬ 
bles. Mortal Kombat just simply glo¬ 
rifies an already bad situation, blood 
or no blood. 

Adam Thielen 
Russell, KS 

What’s this uproar about Mortal 
Kombat? It’s not like every move is a 
fatality. Take a game like Sega’s 
Night Trap for the Sega CD which 
has guns, weird terrorists and graph¬ 
ic scenes of virtually nude women. 
But if there’s one drop of blood in a 
game, then everyone freaks out. 
What kid is going to go and kill his 
friend because he saw Johnny Cage 
do it in a video game? We play 
these games for entertainment, not 
to learn to kill each other! There’s 
enough of that going on anyway. 

Jimmy Fitzpatrick 
Forestdale, MA 


I think that Nintendo should have put 
the gore into Mortal Kombat. They 
could’ve put a warning label on the 
box or given it a special code like 
the Genesis and Game Gear ver¬ 
sion. This game became such a hit 
because of the blood and gore. Tak¬ 
ing it out was just too much. Turning 
the blood to a nice shade of gray in 
order to make it look like sweat... 
that’s sad! In Street Fighter IE when 
you get hit in the face, blood or 
vomit flows out like a river. I’m not 
saying that SNES’ Mortal Kombat is 
bad. It does have some of the best 
graphics and digitized sound effects, 
plus no slowdown. I’ve been a faith¬ 
ful Super NES follower but this 
doesn’t look good. 

J.P. Sturgeon 
Ottawa, Ont. Canada 



Should the big N have allowed more gore 
or is the censorship unwanted? 

(Ed There are definitely mixed 
reviews when it comes to the debate 
over biood in Mortal Kombat While 
it is true that the Genesis version of 
Mortal Kombat does contain ail the 
blood and fatalities, the fimitation in 
the system makes the game look 
less like the arcade version. Natural¬ 
ly, Nintendo's strict policies do not 
allow graphic violence, but a code to 
block the violence from younger 
viewers would have been a suitable 
alternative. Maybe this whole Mortal 
Kombat debate will loosen up 
Nintendo’s policies in the future.) 


WHAT ABOUT THE U.S.? 

I’m a big fan of your magazine. 

You guys show a lot more pictures 
of upcoming games before anyone 
else does, but the problem usually 
lies in the Future Play section. Many 
of the very cool games that interest 
me always seem to come out in 
Japan first. Why? American gamers 
like these games, too. Even if these 
games do make it to the States, 
they’re usually extremely late and 
not even worth playing anymore. 

Kevin Dernail 
Oak Harbor, WA 



This immensely popular Ranma 1/2 cart 
finally came to the U.S. completely intact. 

(Ed. The main reason that many 
games show up on Japanese store 
shelves before the American ver¬ 
sions do is because many games 
are programmed in Japan and are 
ready to be released before their 
American counterparts are. Sony 
Imagesoffs Hook, for instance, is an 
American movie, but the game was 
programmed in Japan and was 
released there before we even saw 
it! However, not ail games are done 
this way. Square’s entry-level RPG, 
Final Fantasy Mystic Quest, was 
designed in Japan but released in 
the U.S. first. It just recently hit 
stores in Japan. Just think of the 
Japanese pictures of the games as 
advanced previews of what may 
come our way.) 
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BREAK OUT THE GLASSES! 

I was just wondering if there were 
any games in the near future using 
some special effects, I mean, 
where’s Virtual Reality? Where are 
the really awesome effects the 
Super NES is supposed to have? 
Mode 7 is nice, but it gets old rather 
quickly. Maybe I’m just getting tired 
of the same hum-drum games, but 
wouldn’t it be nice if there was 
something truly different out there? 

Johnathan Burkehart 
Mendota, IL 



Jim Power doesn’t need any fancy 

machinery, just some simple glasses. 

(Ed. Johnathan, take heart; some 
companies have already set out to 
change the way your games are pre¬ 
sented. For example, the Victor Max 
Virtual Reality unit is going to be 
released soon. Electro Brain’s excit¬ 
ing new cart Jim Power uses a 
brand new three-dimensional sys¬ 
tem, With Jim Power, you don’t need 
a special device to get a 3-D effect, 
instead a pair of glasses (not the 
typical red and blue lenses) gives 
the sensation of depth. Jim Power 
may just inspire other companies to 
follow suit 

If you want something different, 
you can look towards these items, 
as well as the upcoming FX chip 
games. Powerslide and FX Trax are 
two such carts. They give a limited 
feeling of Virtual Reality. 

Another way to keep your games 
fresh, is perhaps by trying to use a 
different control. For some games, 
they’re totally different The way we 
play games is constantly evolving — 
things will change. It’s progress, but 
let’s not get carried away by gim¬ 
micks. There aren’t really any yet, 
but there will be.) 


MORE HEO CONVERSIONS! 

The Neo*Geo has some really cool 
games, but i can’t afford them. I 
know that Fatal Fury is out on the 
Super NES, and Art of Fighting is on 
its way. What other games are going 
to be made? For example, it would 
be terrific if Fatal Fury 2 or Samurai 
Shodown made it to the Super Nin¬ 
tendo. Do you guys have an idea if 
any of Nintendo’s licensees have 
picked up these hot titles? Please 
answer my letter. 

Nathan Smilek 
Buda, TX 



Fatal Fury 2 is now finished, and close 
contacts say it is unbelievable! 

(Ed. I’ve got good news. If you look 
back through the past few issues of 
Super NES Buyer’s Guide, you will 
see that there are in fact a lot of cool 
Neo*Geo games being converted to 
the Super NES. SunSoft is bringing 
out World Heroes, which is just like 
the arcade, plus with a few nice 
options. 2020 Baseball should be 
out already, in case you missed it. 
King of Monsters and King of Mon¬ 
sters 2 are also on their way. 

The best news is that Takara of 
Japan has finished Fatal Fury 2. A 
lot of people have been waiting for 
this one, and we’ve tried to keep you 
posted on its progress. 

As to Samurai Shodown, it is 
unlikely that we will see anything 
anytime soon. Its popularity in the 
arcades, in both America and Japan, 
should attract the attention of at 
least some game developers. If it 
does come out, it makes one won¬ 
der if the blood wifi be removed. 

Anyway, I hope that this answers 
some of your questions. We’ll keep 
you posted if we hear anything on 
Samurai Shodown.) 


WHERE ARE...THE RPGS? 

I’m a big fan of RPGs, and so are 
a lot of my friends. We loved Final 
Fantasy II and Shadowrun, but 
we’ve cleared through those and 
want more! I’m tired of waiting for 
another role-playing game, it seems 
like none will ever come out. 

Jerry Kreuger 
Boulder, CO 

(Ed. The Super NES has never been 
really big on RPGs. It seemed to 
have found its niche in fighting and 
action carts. With the continued suc¬ 
cess of Street Fighter II and other 
clones, many companies are trying 
to delve into this popular genre. 
However, in Japan, RPGs run ram¬ 
pant and they are slowly leaking 
over to the West. In this issue, 
Aquare Soft’s Secret of Mana is 
making a big stand. Other titles like 
Might and Magic III and Obitus have 
been received just as well. Let your 
interests be known, and the compa¬ 
nies will listen.) 



he Secret of Mana is a very impressive 


RPG. Let’s hope more are on the way. 

WHERE IS 
JURASSIC PARK? 

I’m a big fan of Jurassic Park, and 
I’ve seen a whole slew of ads for it 
from Ocean. Now, the Genesis 
version has been out for quite some 
time, but I only own a Super NES. 
Where can I find it? 

Paco Gonzales 
Chicago, IL 

(Ed. Don’t worry, Ocean may just be 
playing safe. When the furor of the 
Genesis version dies down, Ocean 
will probably jump on the opportunity 
to release their version of this hot 
summer film.) 
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Get 12 issues of EGM plus a collector's T-shirt for only $27.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 

Name_ 

„ > s svl eS Address- 

2 City- 

<to7 -9 5 * s,a,e _ z,p _ 

_Payment Enclosed _Bill Me 

rj Credit Card Orders: 


Small {FAM 16) _Large (HAS16) 

For Faster Service, Call Toll-Free: 

1 - 800 - 444-2884 


Make check or money order payable to Sendai Publishing Group, Inc, Canada and Mexico add SI0.00. All foreign subscriptions via 
air mail only $100.00, Any/ail checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. 
(American Express money order. Citibank money order, or any other type of check or money order that would go through a U.S. 
branch bank.) Ail to reign orders must be prepaid. Please allow 6-8 weeks for your first issue. 


T-SHIRT FREE! 


Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu¬ 
sive coverage of the hottest video game 
action you can find. 


EGM is the only mag loaded with special 
pull-out strategy guides, killer mops, and 
super secrets that will send your scores 
soaring! 


You’ll find all this and more only in the 
biggest and best video game magazine! 
Be the first to get every action-pocked 
page delivered to your door by subscribin 


T-SHIRT WITH PAID ORDERS ONLY. 



































NINTENDO AND SILICON GRAPHICS TO BUILD A 64-BIT 
VIDEO CONSOLE MACHINE FOR HOME AND ARCADE! 


THE 64-BIT WONDER? 

At the Shoshinkai Nintendo Show 
in Tokyo, the President of Nintendo 
of Japan announced the company’s 
plans for the future, particularly the 
upgrade of their home systems. 
Dubbed the “Project Reality,” this 
new system would be 64-Bit, run at 
an estimated 100MHz, and would 
also be compatible with high defini¬ 
tion TV. The announced price tag is 
roughly $250. Sounds pretty amaz¬ 
ing, huh? 

Well don’t hold your breath for this 
system, because the initial release 
date is sometime in 1994, for the 
arcades; and 1995, for the home 
market. 

Nintendo has signed an agree¬ 
ment with Silicon Graphics of Ameri¬ 
ca (SGI), who will be using their 
machines for the basis of Project 
Reality. Silicon Graphics machines 
are well known for their amazing 
computer animation. 

Recently at the ECTS (European 
Community Trade Show), in London, 
Nintendo UK Entertainment LTD. 
displayed running demo graphics 



The doors to intriguing worlds have 
been thrust open to gamers. 


screens of what exactly Project 
Reality can do behind closed doors. 

The smooth running animations 
were a sight to behold, and the pos¬ 
sible ideas seemed unlimited. The 
Nintendo mega-machine is the first 
application of what is being called 
Reality immersion Technology, a 
new form of technology that allows 
players to enter a real time, three 
dimensional world. 

With all these claims, Project 
Reality has received some major 
criticisms from members of the 
industry. How will Nintendo be able 
to keep the price down to $250? Will 
Nintendo actually bring it out for the 



Project Reality may very well be the 
future of home entertainment. 



With the faster processor speed, new 
kinds of graphic effects can be done. 


home market? Many people are 
questioning Nintendo’s credibility, 
but we’ll just have to wait and see. 
And we will be there covering it! 



Seeing this swirl of colors and shapes 
is a simply amazing sight to see. 



Players will soon be able to enter a 
realistic world, and have full interaction. 



The scrolling speeds by smoothly 
and visually perfect. 


r 
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TWO WIRELESS CONTROLLERS AND INFRARED RECEIVER 

• INDEPi NDfflT 2-SPEED • ACCURATE UP TO 25 FEET. 

TIRBO FOR AIL BUTTONS. . HEAD-TO-HEAD CAPAOHITY. 

• SLOW MOTION & AUTO-HUE. . m SEU GENESIS' 

• AUTO OATTERY SHOT-OFF. AND SOPER NES . 
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Acclaim® & Dual Turbo™ are trademarks of Acdasm Entertainment Inc. © 1993 Acclaim Entertainment, Inc. All rights reserved Nintendo. 

Super Nintendo Entertainment System and the official seals are registered trademarks of Nintendo of America Inc © 1991 Nintendo ol America inc 
Sega and Genesis are trademarks of Sega Enterprises. Ltd. Dual Turbo Remote System for SNES® and Genesis™ sold separately 
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Turn Off 

Individual Moves 

Here is an interesting 
challenge for the game 
Street Fighter II Turbo. 
Choose the VS. Mode in 
either the Turbo or Nor¬ 
mal game. Have players 1 
and 2 pick their charac- 


TURBO 

By Capcom 

ters. At the Handicap and will scroll to the left, 


Stage Select screen, take 
controller 2 and press 
these buttons in this 
order: DOWN, R button, 
UP, L button, Y, B. You 
will hear some musical 
tones that indicate the 
trick worked. The screen 


revealing a menu for the 
two characters you chose. 
This menu consists of 
special moves which you 
can choose to leave on or 
turn off. For example: 
Vega’s Rolling Claw can 
be turned off, and Sagat's 


Ground Tiger Shot can be 
disabled. This will make it 
fair for the less experi¬ 
enced player to go 
against the more experi¬ 
enced player, and it’s a 
challenge for all players 
by limiting their moves. 




SflH 


■ *» 


Choose the VS. Battle from 
the Title screen, then START. 

' .C * ■ ^ J-. KV ’ V v ^ jftL 


At this screen, take controller 
2 and do this trick. 


■ H iiK > ' 


■ ■■ [ttM y ’ 'it 

tL ■ ■ ffl' 

—- 


A menu where you can turn 
moves on and off will show. 

* • * y li 

i i : A , ■ >i* /_ l« ■ . j :: i as! 

* *1 *- ;ii * 


Only certain moves will work 
when you use this code. 


, 


- 1 — v - - si 


Ail Fatalities 
Here are the finishing 
moves for every character 
in the game. 

KANO: 

Away, Down, Toward, B 
(You must be very close 
to your opponent). 


MORTAL KOMBAT 

By Acclaim 


JOHNNY CAGE: 
Toward, Toward, 
Toward, Y 

LIU KANG: 

Beginning Down on the 
pad, make a complete 
circle toward your 
opponent. 


RAYDEN: 

Toward, Toward, Away, 
Away, Away, Y 
(You must be very fast 
and close to your foe). 

SUB-ZERO: 
Toward, Down, 
Toward, Y 




SCORPION: 

Hold any button, Up, Up 
SONYA: 

From anywhere press: 
Toward, Toward, Away, 
Away, R button 




Kano’s fatality must be done With Rayden, you have to be 

quickly and close to your foe. very close to your opponent. 


Be relatively close to your 
opponent with Sub-Zero. 


For Sonya’s fatality, you can 
be anywhere on the screen. 
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Whistle Warps 

Start the game Super 
Mario Bros. 3 and get to 
World 1-3. Go through the 
level and find the white 
block near the end of the 


o" 
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Duck while on this white block 
in world 1-3 until you fall. 


level. Get on it and duck 
until you fall into the back¬ 
ground. Now, run to the 
right, avoiding enemies 
along the way. Run in 
back of the black back- 


By Nintendo 

ground and you will be in 
Toad’s house. Collect the 
Warp Whistle. After you 
return from his house, 
press START to save and 
quit. Go back to this stage 



You’ll be behind the scenery. 
Go right to Toad’s house. 



Collect the warp whistle from 
his house and then exit. 


and find the white block 
again. Repeat the same 
trick for all three Warp 
Whistles! Now you can 
warp to any stage in the 
game! 



r. 





Save and quit your game. 
Repeat this for ail whistles. 


1271-Ups 

Go into the first Super 
Mario Bros, game in this 
cart and make your way to 



* a.* 


-H 




SUPER MARIO ALL-STARS 

By Nintendo 

World 3-1. Near the end of (Make sure you get a 


the stage, look for a pyra¬ 
mid with two turtles walk¬ 
ing down the blocks. 


mushroom to get big.) 
Place Mario next to the 
bottom block of the pyra- 






Start the first SMB game and Make sure you’re big to reach Jump straight up here and 
get to the level 3-1. this pyramid in the level. onto the second turtle. 


mid. Once the second tur¬ 
tle is moving down to that 
block, jump up to bounce 
on the turtle multiple times. 


inn i o 
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You will end up with 127 lives 
to continue your game! 


Cheat Mode 

This trick can be done 
any time in the game when 
you want to toggle a Cheat 
Mode. On controller 2, 
press these buttons in this 


■ii — Wit 


| 


Invincibility is one of the 
features of this Cheat Mode. 


ALIEN 

By Acclaim 


order: A, B, Y and X. Now 
on controller 1, certain but¬ 
tons have different effects. 
The A Button will toggle 
invincibility (1). 

'he B Button will toggle 


- 






i 

T n 

JHfc 



When hit, you’ll be knocked 
back, but without damage. 


the damage taken (2). 
The X Button toggles 
unlimited weapons (4). 

The number after the 
cheats indicates the num 
ber that will be displayed 



on the screen when the 
cheat is active. If more 
than one cheat is active at 
a time, the number wilt 
change. 

Jeff Davies, Foster City, CA 



This number will give you an The number will change when 
unlimited amount of weapons, you activate 2 or more cheats. 
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DUFF VS s I F?QU 


Character vs. Character 
To play any character 
against any character, 
start your game from the 
Title screen. When the 
Select Mode screen 


Set your options and then 
choose to start your game. 


When the “Select Mode” 
screen appears, do the code. 


After pressing START, you 
can choose new characters. 


Even play as the Bosses with 
this cool Tuff E Muff trick! 


Super Punch 

When you first turn on 
your Super NES, you will 
see a screen with legal 


WWF ROYAL RUMBLE 

By LJN 


information on it. As soon 
as it begins to fade, take 
controller 1 and quickly 
press B, then Y. When you 


hear a voice say, “Ugh!” 
you will have the Super 
Punch! Go into any match 
or take on opponents in 


the tournament. Defeat 
everyone in the tourna¬ 
ment with just two punch¬ 
es to win the belt! 


and reset the Super NES. 
When the Select Mode 
appears again, press 
RIGHT three times, LEFT 
three times, RIGHT seven 
times, then START. 


When this legal screen fades, 
quickly press B, then Y. 


Choose any mode of play 
from this selection screen. 


Take out any opponent with 
just two punches! 


Defeat every foe in the 
tournament and win the belt! 




WWF ROYAL RUMBLE 

By LJN 


Mirror Match 
On the Player Selection 
screen, press the top L 
button to stop the WWF 
logo in the background 
from moving. Now, hold 


the top L and R buttons 
without making the logo 
move again. While holding 
them down, press the 
SELECT button. Move 
through the selection 


screen to find your dupli¬ 
cate of your selected 
wrestler. Now, player 1 
can go against his comput¬ 
er opponent twin. Either 
fight yourself or be your 


own tag team partner in 
one-on-one matches to 
become the wrestling 
champion of the world and 
win the 
coveted belt! 


TUFF E NUFF 


By Jaleco 


appears (with three 
boxes), push the control 
pad in the following pat¬ 
tern: LEFT three times, 
RIGHT three times, and 
LEFT seven times. Then 


press START and you will 
hear an explosion sound. 
Additional characters will 
appear on the screen. For 
a two-player game with 
Bosses, do the same code 
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Hold the L button here to stop 
the background movement. 



A NP V s A A 


Do the rest of the trick and 
then select the same player. 



The announcement will pit 
you against yourself! 



You will fight your alter ego 
twin with the different clothes. 
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Fatality Glitch 
Start a two-piayer game. 
Choose Sub-Zero as your 
character. In the match, let 
the second player just sit 
dormant, and take the hits. 


MORTAL KOMBAT 

By Acclaim 


Let Sub-Zero defeat his 
opponent in the first round. 
In Round 2, have Sub- 
Zero get his opponent 
down in energy until 
his/her energy bar has just 


a little bit of green show¬ 
ing. Sub-Zero should then 
freeze his opponent 
enough times so the mes¬ 
sage that tells you to finish 
your opponent appears. 


Do your finishing move. 
Sub-Zero will freeze and 
hit his opponent, but 
he/she will still be standing 
up, wobbling behind the 
ice. It’s a cool glitch to see! 


In the game, get your 
opponent’s energy down. 


Game Genie Codes 

Thanks to Galoob, these 
codes will be a big help to 
Mortal Kombat fans for the 


Freeze him/her until you see Do your fatality while your 
this statement on the screen. opponent is frozen. 


MORTAL KOMBAT 

By Acclaim 

Super NES version. Enter Punch does more dam- 
these codes at the Game age. 

Genie Password screen: 0823-3944 - Scorpion’s 

082C-1144 - Kano’s Flying Scorpion Split is even 


more detrimental. 

These codes will help you 
finish if you use these 
players in the game. 




Have player 1 defeat player 2 
and don’t continue the game. 


Your opponent will be 
wobbling behind the ice! 


Enter this password on the 
Genie for Scorpion’s Split. 


You will do more damage to 
your opponent with this code. 


Wait until the Battle Plan 
comes up and fades out. 


After a long pause, this 
g I itchy screen will appear. 

# \ ^frr~ 

\ r 


After a short wait, Goro will 
appear to challenge you! 


f 
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Kano’s Flying Punches do 
more damage than before. 


MORTAL KOMBAT 

By Acclaim 

don’t press anything. The 
battle plan will appear and 


CBBA-394F 

DBEA-3916 

Choose 2 players. Have 
player 1 beat player 2 in 
both rounds. When the 
Continue screen appears, 


then disappear. Wait and 
the screen will black out. A 
glitchy screen will appear 
next, and it will look as if 




the action has frozen. But 
if you wait just a little 
longer, your player and 
Goro will appear. It’s a 
very glitchy code, and may 
not work every time. 
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At the Game Genie code entry 
screen enter this code. 


fX'm 


Fight Goro Sooner 
You must have a Game 
Genie unit to make this 
trick work. Enter this code 
on the Game Genie Pass¬ 
word screen: 




































































Hold the top L and R buttons 
to see everyone’s profile. 


Vega’s ciaw will turn red the 
second time around! 


Keep holding these buttons to 
see the profiles many times. 
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See the specs for all of the 
Bosses this way! 


5 Lives and 5 Credit 

This code will let you 
jam through this game with 
extra lives and continues. 
When you turn on the 
game and the Tradewest 


When this screen appears, 
hold DOWN, A and B. 


ETOADS IN BATTLE MANIACS 

By T radewest 


logo appears, or the Title 
screen comes up, press 
and hold DOWN and the A 
and B buttons. While still 
holding these, press 
START. When the next 


The Battietoads’ flag should 
blink red once to confirm it. 


screen appears, the Bat¬ 
tietoads’ flag should blink 
red once, indicating that 
the code has worked for 
you. Choose a one- or 
two-player game, and you 


Choose a one- or two-piayer 
game from this screen. 
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will be ready for action 
with plenty of Toads to 
spare! I’m outta here! 

Francis Vivero 
Williams Bay, Wl 


You can start with five lives 
and plenty of continues. 


PINAL PICHT 2 

By Capcom 

two-player game, press 


Same Player Code 

This code will let you 
play as the same charac¬ 
ter in a two-player game! 
First, at the Title screen, 
when it lets you choose a 


these buttons in this order: 
DOWN, DOWN, UP, UP, 
RIGHT, LEFT, RIGHT, 
LEFT, and then the top L 
and R buttons at the same 


time. The screen will turn 
blue. Select a two-player 
game, then go to the Char¬ 
acter Selection screen. 
Have player 2 choose the 
character you both want to 


play as, and then have 
player 1 choose the same 
character. Now when you 
go into the game, you will 
be the same characters, 
but with different colors. 


Do the trick at the Title screen. 
It will then turn blue. 


Choose two players and 
have player 2 pick first. 


Have both players choose 
the exact same player. 


You will be able to use your 
twin in a two-player game! 


STREET PIGHTER 


TURBO 


Character Profiles 

To see every character’s 
profile, just do this simple 
trick. When the Title 


By Capcom 

screen appears, wait for it top L and R buttons. Hold 


to fade into the first char¬ 
acter’s profile. Now, take 
controller 2 and hold the 


these until the next profile 
appears. Keep holding 
these buttons to go 


through everyone’s profile. 
Go through it twice, and 
you will see that Vega’s 
claw has turned red! 
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S-NES PREVIEWS • STRATEGIES • MAPS • TRICKS ^ 
FUTURE PLAY • SUPER FILES • ULTRA PLAY • HI-TEI 


Now there is a magazine made exclusively for owners of the 
hottest, most powerful Nintendo video game system ever made, 
the Super NES! Here is a magazine with all of the latest : 
information, unbiased multi-person game reviews and 11 h 
spectacular maps and tips, so incredible that only the edi- , 
tors of Electronic Gaming Monthly could put it all together! 

Turn to the Super NES Buyer's Guide for the first and best 
info on the S-NES and its games! In each bi-monthly issue, 
you will find pages and pages packed t 

with the most detailed full-color cover- 3 E — ^ -J 

age on everything for your favorite 16- P j 

Bit machine! With an exclusive focus k? i * 

on the best and worst the Super NES - 

Guide is the 


Buyer's Guide will you find the 
first coverage on the newest 
games like Street Fighter 2, 
Contra 3: The Alien Wars and 
T.M.N.T. 4. Don't miss out on 
any of the action! Subscribe to 
the Super NES Buyer's Guide 
today! 


has to offer, this Buyer's 
one magazine you can trust to get thi 
most out of your Super NES System! 


INCREDIBLE INTRODUCTORY OFFER!! DON'T MISS OUT ON.., 

• Detailed reviews of the latest games by three tell-it-like-it-is reviewers! 

• Exclusive previews of new games from both America and Japan! 

• Tips, tricks and strategies, complete with maps, that wilt let you score 
higher immediately! 
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NEW SOFT NEWS 

There are a lot of new Super NES 
games and peripherals on their way. 
With new games coming out in both 
Europe and Japan, you can be sure 
there won’t be a shortage of games 
this 

Christmas! 

From the ECTS in London, games 
like Yogi Bear, Power Slide, Smurfs, 
Impossible Mission 2025 and Oscar 
were shown for the first time ever. 
Also demonstrated at the ECTS was 
some cool pre-lim news of the new 
Nintendo Project Reality. Look for it 
in the High Tech section of this mag 
for exciting news on what could be 
the future of Nintendo. By the way, 
Power Slide is another Super F/X 
game that looks really hot! 

In Japan, Goemon 2 (Legend of 
Mystical Ninja 2), Twin Bee Rainbow 
Bell Adventure by Konami, Ninja 
Warriors by Irem and Rockman Soc¬ 
cer by the folks at Capcom all 
debuted. Other interesting titles from 
the land of the rising sun include: 
Rushing Beat Shura, Sonic Blastman 
2, Shien (a cool ninja mouse game), 
Shadow Stalker, Apple Seed (based 
on Masamune Shirow’s animation), 
Bastard, Joe & Mac 3, Acceiebrid, 
Hokuto No Ken 7 (Fist of the North 
Star 7), Dragon Quest One & Two 
(combines the first two games in 
16-Bit), Tetris Battle Gaiden, 
Lemmings 2, Zool, Macross, Super 
Hockey ‘94, and a whole lot more. If 
you like Super Famicom games, 
you’d better save your pennies! 

Another interesting note— 
Codemasters is preparing another 
Dizzy game for the Super NES. Will 
Nintendo allow it? Good question... 

Overall it seems like there is a 
whole flood of new games on the 
horizon. A lot of great games will 
soon be released. This is the time 
when the consumer truly benefits. 
Better make out your Christmas list! 


JVC/LUCASFILM 


SUPER EMPIRE STRIKES BACK 


CART SIZE THEME AVAILABLE 


12 MIC | ACTION | NOVEMBER 

Super Empire Strikes Back is clos- 
er to completion than you think. This 
hot sequel to Super Star Wars has 
all the great play elements of the 
first, plus an assortment of new fea¬ 
tures. This is a worthy sequel. 

You start off on the freezing planet 
Hoth. Astride a Tauntaun, you must 
investigate a strange meteorite that 
has struck the ground. (You and I 
know this is an Imperial Probe 
Droid.) Your investigations will take 



you to a cave where Wampas (huge 
white furballs) dwell. 

Next, the Imperials attack the 
Rebel base. Using At-Ats and bik¬ 
ers, Darth Vader is determined to 
capture Luke. In this classic battle 
scene, you (as Luke) pilot a 
Snowspeeder against the hulking 
mechanical nightmares. Then as 
Han Solo, you must escape to the 
Millennium Falcon, and off of the 
planet. Tie Fighters will attack relent¬ 




lessly. Watch your step! 


Meanwhile, Luke Skywalker will 
seek out Yoda on Dagobagh, and 
acquire his Jedi training. He must 
learn new skills and fight ferocious 
swamp beasts. 

Finally, Han, Leia and Chewie 
have been apprehended by the 


Empire inside the cloud city. Luke 



has to make his way there, and face 
his ultimate enemy: Darth Vader! 

Super Empire Strikes Back is a 
tribute to all the Star Wars fans out 
there. The music and cinemas are 
directly from the film. The final result 
is that this will be one tough game 
to beat. The Force is with this 
sequel! But wait until the next game! 
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U.S. GOLD 


U.S. GOLD 


FLASHBACK 


CART SIZE 

THEME 

pAWIFTH ■ 

16 MEG 

ACTION 

^UKN^ 


SUPER PUTTY 


CART SIZE 

THEME A 


8 MEG 

ACTION UKN. 





As one of the few games I’ve ever 
seen that has a playability meter, 
this game is definitely unique. You 
play as a blob who can stretch his 


form in all directions, bounce like a 
globule of jelly, with the power to 
absorb various critters. When in 
doubt, you can punch as well. As 

you can see, this game has a lot of 
technique to it. As you work your 
way to the exit, you will encounter 
bizarre enemies that will turn into 


The way your character moves is 
unbelievable. The music and cine¬ 
mas are a sight to see. Flashback is 
a great adventure for any player. 


One of the coolest games around 
is Flashback. And, if you don’t own a 
Genesis, you’ve probably been 
drooling over this cart. Well, we 
have good news—Flashback is now 
on its way to your Super NES. 

You are a secret agent with little 


or no memory of who you are, or 
why you are stranded in an alien 
jungle. It is up to you to regain your 
memory, for the human race 
depends upon it. Alien beings, 
appearing as humans, have set out 
to enslave mankind. Only you have 
the key to stop them. 

Flashback contains some of the 
most amazing animation ever seen. 


babies when they’re hit. If you mess 
up, an obnoxious cat will laugh at 
you, and rub your mistake in your 
face. 

Super Putty looks just like the 
Amiga version and is as much fun. 
Super Putty should attract players 
who like colorful platform games. 
Besides, you’re a blob. Need I say 
more? 


♦ ♦ 


NINTENDO OF JAPAN 


SOUND FACT ORY 

32^23 


CART SIZE 


THEME 


8 MEG EDUTA1N. NOV.-JAPAN 



Leave it up to Nintendo to create 
an imaginative music program. 
Sound Factory is actually three 
games in one. 


The first game is Pix Quartet. In 
this one, you select four bugs that 
crawl around the screen. Nothing 



really happens until you start draw¬ 
ing, then the fun begins. 

The next game is Beat Hopper. 
You control a bug on a Pogo stick, 
and make beats by bouncing on 
various colored tiles. 

The last game is Starfly, a sort of 
electronic music box. Use a magic 
wand on an assortment of stars to 
create certain pitches and tunes. 



If you want an easy way to learn 
the principles of music, Sound Fac¬ 
tory will show you some techniques. 
Bring it here Nintendo! 


t 
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GAMETE K 


BULLET PROOF SOFTWARE 


BANPRESTO OF JAPAN 





FAMILY FEUD 


CART SIZE 


THEME 


4 MEG ENTERTAIN. 


UKN. 


answers to a question. Whichever 
family can get the best answer first, 
takes the board. Mess up three 
times, and the other team has a 
chance to win a large chunk of the 
money. 

There’s also a Bultseye Mode 
where the dollar values really add 
up. It’s just like the show. 

This is a great way to test out 


OK all you game show freaks out 
there in TV land, here’s a brand new 
version of an all-time classic: Family 
Feud! Now you can relive the puz¬ 
zling questions of the hit show. 

You know the show... two rival 
ilies must find the top 10 to 20 


your knowledge. And, if you know 
how to work it right, your entire fami¬ 
ly can play. It’s a great translation of 
the famous show. Survey says..,! 


OBITUS 


ART SIZE THEME AVAILABLE 


8 MEG 1 RPC | UKN. 

In a world overrun by the forces of 
evil, you are all that stands between 
peace and the Apocalypse. You are 
but a lone warrior, set to embark on 



a hazardous quest. 


Obitus is a first-person perspective 
game, putting you in the middle of 
the action. 

From the Sanctuary to the dark¬ 
ened forest, you will find items that 
will mean the difference between life 
or death. Evil knights from different 



orders will challenge your every step 
of the way. It is a battle to survive, 
but survive you must. 

Obitus is sure to make a splash, 
since it seems that there are not 
enough RPGs to go around. It’s nice 
to know that some companies have 
remembered the RPG players. This 
game is cool and has some impres¬ 
sive effects. 






DRAGON BALL Z 2 


CART SIZE THEME AVA 


IIKM. MIG | HGHTIHG |DEC.-JflPAN 


All Anime fans should be on the 
lookout for Dragon Ball Z 2. Like its 
predecessor, this fighting master¬ 
piece uses characters from the pop¬ 
ular show like Son Goku and Son 
Gohan. Each character has a ton of 
special fighting moves. 


What makes this game better 
than the first is that the characters 
are bigger, with more detail. Overall 
it looks a lot better. The controls 
have been suped up a bit, and a 
new cast of characters join the old 
ones for a major battle royal. 

Dragon Ball Z 2 is a great transla¬ 
tion of the TV series. The voices and 
moves are directly from the show. 


Fans of Anime can’t go wrong with 
this one. Not only is it a good 
license, but it’s a terrific game as 
well. Worth looking into. 
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BANPRESTO OF JAPAN 


SUPER PUYO PUYO 


CART SIZE 


8 MEG 



PUZZLE DEC.-JAPAN 



One of the biggest Mega Drive 
puzzlers of ati time, Super Puyo 
Puyo, makes its first appearance on 
the Super Famicom. The object is 
simple, and similar to many of the 
Tetris clones out there. 

Tiny globules of slime drip from 
the ceiling. These are multi-colored, 
and must be lined up according to 
color in sets of four in order to get rid 
of them. Remove them quickly, or 
they will build up to the top of the 
screen, thus making you lose. 

Unlike most puzzlers of this kind, 
when the slimes disappear, the ones 
above fall down to fill in the gaps, 
possibly reducing the pile further! 

In the Two-Player Mode, Super 
Puyo Puyo really heats up. When 
one player manages to get rid of a 
lot of his blobs, a bunch of “dead” 
ones will drop onto the other player’s 
screen. This usually messes up the 
other player’s plans. 

Super Puyo Puyo is one of the 
best puzzlers to come out since 
Tetris. Its fast, addictive game play 
has a lot of techniques to master. 



And of course, having a two-player 
option is a nice bonus. By the way, 
this cart is like Robotnik’s Mean 
Bean Machine for the Genesis. 




If you’ve ever wanted to play vol¬ 
leyball, and could never get a group 
of friends together, here is an inter- 


lets gamers play on a standard field 
or at the beach. Each location has 
its own features and problems to 
overcome. 

The computer is not just a stupid 
adversary. It will challenge you 
every set and spike of the way. 
There are a variety of lobs and 


HUDSON SOFT 


DIG 'N SPIKE VOLLEYBALL 


8 MEG 


SPORTS 


UKN. 


bunts. Smash the ball into the other 
guy’s face and score! 

Dig ‘N Spike Volleyball is an enter¬ 
taining way to let off steam. There 
aren’t a lot of volleyball games out 
there, and this one is particularly 
well done. Be a beefed-up guy or a 
gal in a skimpy swimsuit. Lots of 
play options add to the longevity of 
this cartridge. 






Three years ago a certain Fami¬ 
com cart established a whole new 
genre of games; one that combined 
elements of role-playing with strate¬ 
gy. That game was Fire Emblem. 

In the tradition of Mario Collection, 
Nintendo of Japan has upgraded the 
original game to the Super Fami¬ 
com. The new Fire Emblem is a 
24-Meg wonder. It takes the original 
20 battlefields (there were 26, but 
there’s a reason for this...) and adds 
another 20 or more for a huge 
adventure that should take months 
upon months to get through. 

You are a young prince who must 
gather together the forces of good to 
eradicate the armies of darkness. 
Travel from town to town, collecting 
men who are ready for combat. 
Unlike most fantasy games, when 
one man dies, no one can restore 
him back to life. 

Fire Emblem is a great RPG/strat- 
egy game. With games like Shining 
Force doing well in the States, I 
hope Nintendo can see the potential 
market here. Fire Emblem has great 



graphics and wondrous sound. 

If Fire Emblem ever makes it to 
the States, it will definitely be worth 
your while to try it. 
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Journey to the Isles of Terra in 
Might & Magic III. Gather together a 
party of brave individuals, each with 
special survival skills, and set forth 
on a grand adventure. 

FCI proudly presents this first- 
person role-playing game. Based on 



the popular computer title of the 
same name, players are given a rare 
treat. They will be able to interact 
with a fantasy world, where there 
are friendly faces and fearsome 
foes. It is a battle against the forces 
of evil, and the relentless search for 
magical treasures. 


If you like role-playing games, 
Might & Magic III: Isles of Terra will 



catch your interest. One look at the 
pictures above, and you'll know this 
is an involving game. Might & Magic 
III is a major quest. 


T*HQ 


SPORTS ILLUSTRATED 


CART SIZE 


THEME 



■ Vf 1 I!' 


16 MEG 1 SPORTS | NOVEMBER 


For realism in sports, Sports Illus¬ 
trated is the first thing that comes to 
mind. T*HQ has licensed this hot 
name, and put in a two-in-one game 
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to back it up. That’s right, you can 
play both baseball and football for 
the price of one game. Not too bad! 
Sports Illustrated is a 16-Meg 

cartridge, making it one of the bigger 
sports games around. 


Each game is loaded with special 
effects, and a wonderful full-motion 




video intro which is really awesome 
to see. Each game is not just a 
remake of the many baseball and 
football carts flooding the market, 
instead they take all-new approach¬ 
es to this common theme. 

Sports Illustrated is T*HQ’s first 
real attempt at a sports title, and it 
shows promise. It’s definitely worth 
looking into! 



UKH. MEG | ACTION | UKH. 



Back in the old days of Laser Disc 
games, there appeared a title 
named Space Ace. Like the other 
disc games of the era (Dragon’s Lair 
and Cliffhanger), the player had lim¬ 
ited control over his character, and 
death came quickly. 



Earlier this year, a cart based on 
Dragon’s Lair came out. Unlike the 
arcade, it was, in actuality, an action 
game, using real scenes from the 
arcade. Space Ace has been made 
in this fashion. 

The levels are diversified, with 
action sequences mixed with shoot¬ 
er levels. Space Ace has you 
assuming the role of Dexter, a wimp 



who can transform into a real war¬ 
rior. Fight against the forces of evil, 
and save the galaxy from an evil plot 
to rule the world. 
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SUNSOFT OF JAPAN 


SUNSOFT OF JAPAN 




An evil sorceress named Castomi- 
ra has had her vile essence thrust 
into the Dark World. She was sealed 
there by the might of a special sword 
called the Power of Leaty. Unfortu¬ 
nately, the sword has disappeared, 
and the evil has returned to the once 






peaceful land. It is up to four brave 
warriors to save the realm from the 
f Castomira’s forces. 

Arcus Odyssey is an 
cart that boasts some 
graphics, and a constant challenge. 
You have control over one of four 
fighters, including a warrior, a magi¬ 
cian, a female fighter and an agile 
archer. Each character has special 


magic to deal with monsters. 

Arcus Odyssey is an appealing 
adventure. It’s a lengthy quest with 
lots of fighting and action. 


HEBEREKE'S POPOON 



SIZE 


UKN. MEG 


THEME 


PUZZLE IJAN.-JAPAN 



You may not know it, but Sunsoft 
has a mascot named Hebereke. 
Hebereke is a simply-drawn penguin 
that has starred in a few games 
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overseas. One of Hebereke’s latest 
games is a puzzler of sorts. 

The heads of Heberei 
Sunsoft characters, fall rrom me iop 

of the screen, and collect on the bot¬ 
tom. You get rid of the heads by 
matching the characters, very much 
like Tetris. Line up four heads, and 



Ka-jam! They’re gone. 

The Two-Player Mode is equally 
challenging, especially since you get 
additional powers, depending upon 
the amount of heads you clear. It is 
a ruthless battle to the end, which 
becomes very addicting. 

It’s doubtful this game will reach 
the States, but it’s worth looking into. 
A great puzzler! 





SUGHOI HEBEREKE 


AVAILABLE 


UKN. MEG | FIGHTING | DEC.-JAPAN 


Another interesting Hebereke 
game is Sughoi Hebereke. This cart 
takes advantage of the four-player 
multi-tap, and lets gamers battle it 
out in an arena. 

Sughoi Hebereke uses characters 
from the Japanese Sunsoft games 


as the fighters. Each one has spe¬ 
cial moves, like Hebereke can throw 
his head; and Sukezaemon, a ghost, 
can pound his eyeballs right out of 
his head! The cast of warriors is fair¬ 
ly large, featuring characters like 
Ohchan, a cat; and Jennifer, an 
amphibious critter. 

As you can very well imagine, four 
players fighting it out on one screen 


can get pretty nasty. And it is...you 
can gang up on one guy, then go 
after the others, it’s a great idea, 
and one that would work here. 
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DR 

FRANKEN 

CART SIZE 

THEME 

AVAILABLE 

8 MEG 

ACTION 

NOW 
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Dr. Franken is on his way to the 
Super NES with all the spectacular 
effects you’d expect from the popu¬ 
lar GameBoy game. 

You play as Frankenstein’s mon¬ 
ster, who must travel the world in 
search of other evil monsters to 
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destroy. Contrary to what you’d 
expect, this game is not scary. In 
fact, during certain parts, it’s down¬ 
right funny! Along the way you will 
meet parodies of other famous 
movie monsters, including the Grim 
Reaper. 

Dr. Franken is a delightful, colorful 
quest that requires players to use 
technique and skill to master the 
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many levels it contains. 

If you want a few thrills that will 
turn you hair white as snow, Dr. 
Franken has plenty to offer. 
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TECMAGIK 


PINK GOES TO HOLLYWOOD 

CART SIZE 

THEME 

AVAILABLE 

8 MEG 

ACTION 

| NOVEMBER 


The infamous Pink Panther is 
back, and he still has the knack of 
getting into trouble. It seems that our 
favorite panther has made his way 



to glamorous Hollywood. As usual 
he “accidentally” has created prob¬ 
lems in a movie studio. Now, Inspec 
tor Clouseau is hot on his tail, as he 
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runs through the sets of famous 
films. Venture through Honey I 
Shrunk the Pink, the Pink Ranger 
and Pinkenstein’s Lab. 

There are 12 levels total, and the 
Inspector has traps set in all of 
them. And what would this game be 
without that classic Pink Panther 
theme song? Don’t worry—this 
game has it in here. 

Pink Goes to Hollywood should 
reintroduce people to the comical 
high jinks of the Pink Panther. A 
great way to bring back memories. 



THE BILLIARD CONGRESS OF AMERICA PRESENTS 

■ ^ CHAMPIONSHIP "W* 


CALLED BALL 5 
EIGHT BALL 


POCKET 3 

PLAVER 
SOLIDS 
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Multiple Viewing Angles 







Astounding zoom-in screens 



Can you qualify for the big one ? 




/Indorsed by the liilluird 
Congress of A merica 
























































































































it's The Best Rack In Town! 



Finally, there's a video pool game that actually "feels" like real billiards. 

Billiard Congress of America Championship Pool uses multiple viewing angles 
and astounding zoom-in screens to recreate pool on your video screen. 

Pit youself against the computer or play up to eight players in 9 ball, 8 ball, 
straight pool and more - a total of 14 different pool games. 

In the Championship Mode, you can even qualify for the 
World Championship Tournament. 

Shoot with the best - Championship Pool from 
Mindscape. Real pool "feel" for your video game 
system. It's the break you've been waiting for! 


Copyright © 1993 Mindscape, Inc, A Software Toolworks Company, All Rights Reserved, Championship Pool is officially endorsed by the Billiard Congress of America, Licensed by Mindscape. Inc, Mindscape and its logo are registered 
trademarks of Mindscape, Inc, The Software Toolworks and its logo are registered trademarks of The Software Toolworks, Inc. Super Nintendo Entertainment System is a registered trademark of NINTENDO OF AMERICA. INC. 





BOLDLY G0IN6 WHERE NO 
MAGAZINE HAS GONE BEFORE.. 



Take a step into the incredible 
world of HERO, the new magazine 
of comics and comic book 
collecting from the publisher 
of EGM! Each big issue of HERO 
is loaded cover to cover with 
exclusive info on the latest 
developments in comic books - 
including special interviews 
with the hottest artists, 

Y reviews of new titles, and a 
price guide to track the value 
of your collection in a format 
unlike anything you’ve ever 
seen before! 

p Printed in four-color 

throughout, HERO is 
packed with insider news 
and exclusive art, as well 
as exclusive previews 
and price lists for new 
/ non-sport trading cards 
HH , and collectible action 

ff/ 'WL r- - figures! Throw in 

incredible info on 
1 —/-7-^^ new movies, 

animation, video 
games and more, 
and you get an idea of 
r**® what HERO is all about! 


Dr. Mirage TM & Voyager Communications: Batman/Grendel TA f £ DC Comics, Comico, and Malt Wagner: Star Trek: Deep Space Nme TM & 1993 Paramount Communications; Tnc Amazing Spider man 

TM & Marvel Entertainment Inc.: Cliff Hanger TM £ 1993 Carole o Pictures; Mortal Kombat TM & WMS, Inc. £ Acclaim Entertainment; Akira TM £ Streamline Pictures: Godtifta TM & Ton o Co. Ltd. 
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THE HOTTEST HEW GUIDE TO COMICS IS 
MUCH MORE THAN JUST A MAGAZINE... 



HERO "PREMIERE EDITION" COMICS 

Packed into every issue you’ll find 
special sneak previews of upcoming 
comics and original stories created 
exclusively for HERO! These foil- 
covered comics will not be found any¬ 
where else, and are sure to be on the 
top of every collector’s “most wanted” 
list! Rip open HERO #1 and you’ll find 
an original Star Trek: Deep Space Nine 
adventure that will never be re-printed 
again as well as an exclusive preview 
of Batman/Grendef, with original foil- 
cover artwork by Matt Wagner! 


EXCLUSIVE COLLECTOR CARDS 

The most incredible array of super¬ 
heroes and other characters are 
immortalized in the HERO collection 
of trading cards! Bearing the hottest 
names in the business, only HERO 
can help you complete your card 
sets with style! 


SPECIAL "GOLD CARD" CONTESTS 

This is your once-in-a-lifetime shot at the 
most important and prized comic books of 
all time! Every month the “HERO GOLD” 
contest card invites you to scratch and win 
dozens of prizes ranging from limited edi¬ 
tion ‘Gold’ cover versions of popular titles 
to incredible signed comics and prints! 

One lucky reader of HERO #1 will even 
win an Amazing Spider-man #1 - the ulti¬ 
mate comic book prize! 


The hero Deluxe Package, 
Found Exclusively At Your Local 
Comic Book Retailer! 

The Adventure Begins JUNE 6th! 



• FANTASTIC ANIMATION AND ANIME 



• CULT MOVIES AND SPECIAL EFFECTS! 












MUCKSTER 


This ought to please censors, parents and kids alike. No blood is bound to score brownie 
points with the big N, but the effects and flying clay will still appeal to kids. 


GOOHIEMER 


GIOBMEISTER 


When you see the K.O. (above) a player uses a body contact 
technique and not a projectile, to do screen shaking damage! 


KEEP IN CONTROL WITH THIS MOVES GUIDE 

The buttons are as follows: X=brutal punch, Y= quick punch, Umedium punch, A= brutal kick, 
B=quick kick, R=medium kick. All moves assume the player is facing right 


Follow the arrows in the order 
the numbers indicate. After 
the last arrow motion, press 
the button indicated. If more 
than one button is covered, 
then ANY attack (correspond¬ 
ing punch or kick) can be 
used for varying speeds. 


A red arrow indicates that the 
move is a charge move. This 
is done by holding in the 
direction shown for two sec¬ 
onds and then proceeding to 
the yellow “regular” arrow. 
Once again, hit the button at 
the end of the last movement. 


Several moves may have mul¬ 
tiple arrows or arrows without 
numbers, in these cases, fol¬ 
low the directions below the 
controller for a detailed set of 
instructions. Especially tricky 
are the 360 degree moves like 
the Don't be Cruel move. 
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INSTANT CHARGE TRICK 


MID-AIR CHARGING 


Trick foes 
by walking 
minus the 2 
sec. needed 


As soon as 
you jump or 
move, pull 
back. 


Store up extra time 
by holding back. 
Charge time is 
cumulative. 
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Quickly tap back 

and then j|M 

for¬ 

Use every sec. A jj 
charge move takes J 
2 sec. so always A 

ward. 

charge. f 
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LIKES: Clay HATES: Hair 
WANTS: Clay JOB: Claymake 
MOTTO: Bounce! 







m 


TRICKY TECHNIQUES AND STRATEGY 


It 


Use the Flying Round 
House on jumping foes. 


This will hit once in th 
air and on the ground 
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Use as a range weapon 
or up close on jumping 
enemies. 
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A deadly move that 
drains lots of energ 
even if blocked. 


GOO SPIT 


W •* 
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BUZZ SAW 



CHEEZY BUT EFFECTIVE COMBO! 

1, Grab your foes in a + 

Sticky Situation. 

■ » i F * &CH 

2. While they are inside, 
let loose the Buzz Saw 

as they break free. ||ffl|§|||H 
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LIKES: Music HATES: Helga 
WANTS: Guitar JOB: Musician 
MOTTO: Oh Baby! 



TRICKY TECHNIQUES AND STRATEGY 

^is will hit two times if 

Pi ;■*•"** J A | done a bit early. 



When someone jumps at 
you, use a brutal Hum. 



A 360 rotation that releases 
several notes, causing 
massive damage! 




V J 


4 w 2 
3 

A deadly move that drains 
lots of energy even if 
blocked. flH 




DON'T BE CRUEL 



SHORT HAIR BLADE 





CHEEZY BUT EFFECTIVE COMBO! 

Get really close to Sf./.*- ' Ll '*‘ 


1. Get really close to 
your foe and do the Hair 
Blade. 

2. Repeat this over and 
over, up to four times! 


bwii * 
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Teleport to the right end 
pressing BOTH buttons 


TRICKY TECHNIQUES AND STRATEGY 


As they do, teleport close 
and do an Ecto Punch. 


CHEEZY BUT EFFECTIVE COMBO' 


1. Throw your opponent 
hiqh into the air. 


2. Before they land, let 
an Ectoball fly to nail 
them as they fall. 


Wait for your prey to step 
near a teleport area. 


LIKES: Food HATES: Salad 
WANTS: Cookies JOB: Singer 
MOTTO: Eat! 


Nail jumping opponents 
with this foul type of upper 
cut move. 


It’s all over with this move 
that can deflect projectiles 
and do severe damage. 


TRICKY TECHNIQUES AND STRATEGY 


However, a jumping jab 
can knock it out! 


CHEEZY BUT EFFECTIVE COMBO/ 


1. Charge a Valkyrie’s 
Ride when foes are 
close. 


2. Use a medium Head* 
butt and let the Ride fly 


The Viking Ram is very 
effective from a distance 
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r>bS! 


A powerful multi-hit move 
that can get up to four hits 
if timed right. 


LIKES: Candy HATES: Dentist 
WANTS: Candy JOB: Candyman 
MOTTO: Stretch! 
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LIKES: Color HATES: Wimps 
WANTS: Fights JOB: Flexing 
MOTTO: Destroy! 
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TRICKY TECHNIQUES AND STRATEGY 




When you're free, 
launch a Medicine Bail 






If hugged, charge while 
trying to escape. 


Can be used for a close 
two-hit for an attack 
from afar. 


FLYING FIST 


Hold down while pressing 
both med, buttons for a 
flying attack. 


^ ^ 
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CHEEZY BUT EFFECTIVE COMBO! 


1. Pin your opponents 
against a wall and then 
grab them. 


2. When they fall, launch 
the Medicine Ball. 
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This is a great counter 
move or qood for a ion 


LIKES: Snow HATES: Fire 
WANTS: Winter JOB: Snowplow 
MOTTO: Chill Out! 


TRICKY TECHNIQUES AND STRATEGY 


Right before he lands, do 
a Frozen Fist to counter. 


CHEEZY BUT EFFECTIVE COMBO' 


1. Start hugging your 
enemy and charge back 


2. Throw him and let 
loose the Snowball for a 
great combo. 


As an enemy is jumping 
at you. time him. 


IKES: Pies HATES: Cryini 
WANTS: Buzzers JOB: Clown 
MOTTO: Play! 


Alternate between High and 
Low Pies to trick others. 


TRICKY TECHNIQUES AND STRATEGY 


Plan it right, and go 
under them for a counter 


CHEEZY BUT EFFECTIVE COMBO.' 


Qplfl 


Una corner, perform 
the Eye Poker. 


2. While he flies back 
from the recoil, launch a 
Cartwheel for three hits. 


The Low Pies are very 
useful; time them well. 





























WAYS TO GET AROUND 


ALADDIN HAS MANY DIFFERENT MOVES 


CHUTE 


DUCK 


HANG 


SWING 


THROW 


ITEMS FOR THE ADVENTURE 

TUP CHICKEN 

Extra chance to save Replenishes health 

Princess Jasmine. _ meter to full capacity 

APPLE IBB* GREEN GEM 

Throw at the Palace Collect 100 to get an 

guards and enemies. H; extra heart. Worth 1. 

BREAD V' 

Replenishes health 

meter by one. 

CANVAS 
Allows Aladdin to 

float slowly in the air 


BONUS ROUND 


MAW 


Look for the Scarab icon. 

This allows you to play 
the spinning wheel bonus 
game. Stars give an extra 
continue, heart adds life, 
and the genie adds hearts 
to the health meter. 


Collect 100 to get an 
extra heart. Worth 5. 


HEART 

Increases Aladdin’s 

■ a. « 

health meter by one 


BREAK TIME! 


















































































Palace guards patrol the 
streets of Agrabah in search of 
street rats like Aladdin. 


Be careful as you float. 
Guards will shoot you down 


Time your jumps over the 
barrels being thrown at you 


MERCHANT BOSS 

This is the first of only three Bosses 
you will go up against. The street 
merchant caught Jasmine stealing 
apples and he isn’t too happy about 
it. Now it’s up to Aladdin to rescue 
her. Before he attacks, he will walk 
up to you and size you up. When he 
gets close, he’ll bring back his 
sword and hack at you. When his 
sword is back, jump over and stomp 
on his head. Be quick, because his 
sword will only be back for a split 
second before he slices you. Repeat 
for three more hits and he’s done! 


Get to the guard before he 
throws the barrel at you. 


Use your apples to stun the 
guards rushing your way. 


Slide down and bounce off 
the guard at the end. 


Take careful jumps off the 
swinging pendulum. 


Guards try to stop Aladdin 
before he reaches the Boss 


Run to the side or duck 
under to dodge the arrow 


will let Aladdi 
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Freed from the palace 
dungeon, Aladdin and Abu 
search the Cave of Wonders 
for the magical lamp. 
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bling stalac¬ 
tites, execute a 
High Flip to 
grab the green 
and red gems. 
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flies near, jump 
on it and flip 
high to grab 
the red gem 
above the 
ground. 
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After the rocky areas, you will 
fall down to a place where all 
the gold and beautiful gems 
are hidden. Beware! A deadly 
armed skeleton and mystical 
swords guard the enormous 
treasures below. 


vt vf 1 i 

4 v.4 fc j 1 
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^ » r 
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Do the same 

* * 

thing here as 

4 4 > # 

before. Flip off 

4** ? * m \ 

a bat and grab 


the ledge. Grab 

. y. ^ 

the 1-Uptothe 


right ledge. 
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Execute a High 
Flip from the 
stalagmite and 
reach the one 
above. Swing 
up and to the 
right for gems. 




Rafts move faster on an angle, 
so time your jump carefully or 
you’ll plummet to the bottom. 


Grab the rope and hang on 
until the stalagmite is totally 
up. Get on a raft and pass. 


Some areas have a very low 
clearance, so remember to 
duck down to pass by. 
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When you finally land, boulders 
will crash by. Hang on to a 
ledge and let them roll by you. 


-\ 


i 


I 
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Angered by Abu’s attempt to 
steal the forbidden treasure, 
the Cave of Wonders tries to 
destroy Aladdin and Abu by 
trapping them from the outside 
world. Now they must flee with 
the lamp to survive. 


i* *; 


iS 1C*- 32 


A large lava rock 
will arc over you. 
Duck immediately 
when you get on 
the ledge. 


i e • 








Stay close to the front (but not 
too far) to avoid the lava wave. 


IOC 07 


Lava rocks will 
shoot up frequently. 
Time them and 

* 

jump across when 
it’s clear to do so. 


10* 22 
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The last few jumps of this area are tough. 
Jump when both you and the vertical rock to 
the right are moving up at the same time. 
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Rocks will fall 
from above. 
Move to the 
right to avoid 
them, but 
watch out for 
bends in this 
long tunnel. 


O 


After Aladdin rubs the lamp, 


the Genie pops out and invites 


him into the wild and wacky 


world inside the lamp 




The Genie will 


cast clouds and 


1--';' 


as they will dis 


appear fast. 
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If you have the 


canvas at this 


point, jump and 


sail to the end. If 


not, grab onto a 


pole and swing 


over to the right 


ft 
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Groups of tiny tornados 
circle the platforms. Stay 
until they move away. 


3 

*? 


M 




K _ ^ 


Do a High Flip off the gem 
and float toward the right 
all the way to the end. 




Geme s 


[•llUUM 


extends 
here. Time 



Jt 
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[ 1 
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Genie 
boxes 
a 


the next 
one. 
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Each snake statue spews out 
sand. Pay close attention to the 
direction the sand flows when 
it’s on the ground. The sand will 
drag you to the edge and make 
you fall. You can’t grab onto the 
ledge with sand on it. 


mmt 


Remember to look everywhere. 
There is a chicken in this chest 


mmmm 


This point has a set of 
moving ball platforms 
that circle around a 
ledge. Bounce off one of 
the platforms and land 
on the ledge. 


Time the ball platform 
and the rising spiked 
pillar. Jump off the plat¬ 
form and the pillar when 
they’re low. Grab the 
three green gems. 


chains make 
timing cru¬ 
cial when a 
guard is set 


m 9 M 

i m 

liJi 

iir«f 
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14f 56 

Don’t be 
afraid of the 
swords this 

3 * 

guy throws. 
You can als< 





















, After the fifth level, take a magic carpet ride with the Princess Jasmine and collect as many gems as 

BOfWf Uw possible floating above or below the clouds. The love theme is played throughout. 




Racing back from the ends of 
the earth, Aladdin must fight 
his way through Jaffar’s palace 
to save the Princess Jasmine. 


D> « - 40*16 I Make your way 0 3 

P on top of this 

I platform and 

? —_ :| let it lower. 

Drop down to 
get the 1-Up 
right below. 

1_____ 


5 4C€ 16 



Be careful in 
this area. The 
only way to get 
across is to 
skillfully swing 
from one pole 
to the other. 





* i ■ ■ * . * ’ ■ ^ ■ ' 1 * \ ‘ 1 -i 

. * 1 i * * *4 ' « M * # 1 * ' * 1 * * i * * 1 ' ^ —» ——_ . •• - l 1 M 4 M M M M * 4 M M * * M * ,■ 


f* <4 

■ * P- 




Beware of the rushing guard in Swing off the lantern and let it lago comes into play, carrying It gets pretty hot later. Try to 
the beginning of the area. fall and burn the archer below. a skull to drop on you. stay above the flames that rise. 


JAFFAR BOSS 

Jaffar has three different 
attacks. Go to the side when 
he strikes lightning. Bounce 
off one of the four pots and on 
top of Jaffar. When he throws 
his staff down, it will launch 
lightning sideways. Jump on it 
and bounce high onto Jaffar. 






SNAKE BOSS 

Jaffar has taken the form of a 
giant snake. Take position on 
his long body. He’ll rock his 
body up and down trying to 
get you into the fEames. Also, 
he spits eggs and strikes at 
you if you’re too close. That’s 
when you jump on him. 
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MODERATE 
12 

100 % 


There are few options to 
select in this game. 
Choose to play either a 
one- or two-player game. 
You can also choose to 
be either Dr. Angelo or 
Carla. 



JOBL HAS A SIMPLETON 
LVtRYRQ DY CALLED HIM 
THE LAWNMQUEK MAN. 


Produced and 
developed by 


All through the game you will battle through many different kinds 
of levels from flying to driving. This game is very complex. 


Chose between either the doc 


CONTROLLER 


Pad: Move 


around 


Select: Quit 


Start: Pause 

This game 
has a lot of 

A: Charge 

different 

B: Missile 

kinds of 

X: Missile 

levels 

Y: Fire 

where the 

R: Charge 

controls 

L: Charge 

may vary. 



STORY 


Dr. Lawrence Angelo is a 
scientist who was experi¬ 
menting with using Virtu¬ 
al Reality to increase 
mental ability. Jobe is a 
simpleton called “The 
Lawnmower Man.” Dr. 
Angelo used the treat¬ 
ments on Jobe without 
knowing that a govern¬ 
ment group known as 
The Shop’ was simulta¬ 
neously programming 
Jobe to be a soldier. 

' _ 


Fly through the battle zone, 
over wails and through pas¬ 
sages. You will stop at certain 
walls and fight weird crea¬ 
tures that hide behind them. 


Jump into a car and go for a 
dangerous high speed get- 
away.Other people on the 
road will do their best to 
knock you into the forest. 


Collect these icons to help you defeat Jobe in his 

Virtual Reality world. All of these can be found throughout the 

many challenging levels of the game. 



Collect ‘em. 



p 

o u 
w p 

E S 


R 



Homes in on enemies, 

BOMB 


• fit. ' . Kii. 1 vrsr-.- 


r -ratii, 

m 


tor or Caria, the only people 
who can enter Jobe’s world. 


BREAK THE 
CODE 



Use your brain to crack the 
code and destroy the com¬ 
puter terminal. 



Find the next in line for the 
series to win. 
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PLAYER ONE EN T EP1 NO 
THE CYBE3 PUN 


J 


*m ■ 

t 


/ 

t * 



m 

m 

ON LY AHGELO AND 

CARLA CAN 

aPEAK ENTO JOBE 

* S VI RTUAL 

DOftAtN AND DE 

E EAT HIM. 


LEVEL 



Jobe has already entered Virtual Reality. Under his influence, both real people and manifestations of Virtual Reality are after you. 


Fight them off in order to reach Virtual Reality portals. Also find the icons that will power you up by giving you stronger guns and a Vir¬ 


tual Reality Cyber Suit. 


VIRTUAL LEVEL 



The first Virtual level is in the 
Industrial Zone. Here you will 
learn to fly. 


Watch as the barriers off in 
the distance come closer at 
an alarming rate. 


Maneuver carefully through 
the walls. If you hit them, you 
lose a life. Deadly! 


Find the rotating exit in order 
to leave this zone. You’re 
almost free now! 


WELCOME TO SUBURBIA 



As you continue your journey into suburbia, watch out for the monkeys and the dogs. In the middle of this level you’ll be attacked by a 
car that’s out to run you down. The car also has an ornery passenger who tries to toast you by jumping out of the car with a grenade 
launcher. Don’t let any part of the blast touch you or it'll cost you a life. After you defeat the car, move on to the next Virtual Zone. 
There you’ll fly through a Virtual Zone harder than the last. 
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MEGABITS 


LEVELS 


Right now, your only 
choices are selecting one 
or two players. A con¬ 
troller config or difficulty 
select would have been a 
great feature. 


CONTROLLER 


Pad: To move 


your guy 

■ raft 

f // 

Select: None 


Start: Pause 

A different 
feel 

A: Fire Right 

because of 

B: Fire Down 

the way the 

X: Fire Up 

fire buttons 

Y: Fire Left 

are direc- 

R: Drop Bomb 

tional. 

L: Drop Bomb 



STORY 


After the war of 1999 
journalists swarm into the 
devastated countryside. 

A reporter discovers a 
sinister plot that involves 
an advanced Bio-Nuclear 
plant and the true identity 
of General Akmboom, 
but is taken prisoner 
before she can tell any¬ 
one. Now our heroes 
must face countless 
hordes of bad guys to 
bring back peace. 
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Use the map at the begin- Decide to go total carnage 
ning of the level to check or to the mother of all bat- 
your position in the quest. ties by going left or right. 

This map can be found at _ _—-— 

the beginning of each level. 

It’s helpful to see where you 

are going, plus advice - _ * % 

scrolls across the top. N * 


IVIeet Orcus! This Boss is a 
real pain. He’ll keep you on 
your toes! It takes more 
than just fire power to beat 
him, it takes quick moves 
and strategy. Stay behind 
him and keep shooting. 





























HELPFUL ICONS 

Find these icons to help you defeat the hordes of enemies. 



The objective is to find and destroy enemy aircraft 

Start on a road leading to the ^ - - L "' ** 

air field. Weave your way ftfNlif 

through traffic, destroying 

enemy tanks and scud missile * T 

trucks as you go. Save a few ^ 

hostages on the way. f :!7r 


litHmMiLiihMuitJHiitiiiimutitoifirn 


Don't be fooled by the inno 
cent looking boxes. Each 
one harbors a bad guy. 


The gunships are a double 
threat. After you blow them 
up, their crews attack you! 


At the air field, drop a bomb 
by each plane-causing a 
fatal air strike. 


Take warps to reach bonus 
levels. Be sure to pick up 
every key for future use. 



This bomb will kill every 
enemy on screen. Be careful, 
sometimes they’re duds. 



The invincible shield will pro¬ 
tect you from all attacks for a 
short amount of time. 



This icon gives you a revolv¬ 
ing shield which deters bul¬ 
lets and kills enemies. 



Warps either take you to 
bonus levels or send you 
farther into the game. 


MAC. GUN 

Shoots powerful ammunition 
in a steady stream. A highly 
effective weapon. 



* 





Very strong but not as fast 
as the machine gun. The mis 
sites explode on contact. 



BLAST GUN 


This is the most powerful 
weapon. Yet, it carries the 
least amount of ammunition 


Cover a lot of ground with 
this gun, while sending a 
spray of bullets at enemies 



A powerful weapon, with 
only one drawback—bombs 
flying in an arch. 



This gun covers a large area 
for a short distance, but isn't 
as effective as the blast gun. 



Air strike certain things 
in the game. 


This tank isn’t so bad after 
you drop a bomb next to it. 
Then your buddies in the sky 
will drop even more on it. 


Blow up the machine that 
makes the ooze at the end of 
the baby food factory. Fight 
the guys who protect it 
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You can pick from pre- 
season, season or pro¬ 
bowl game. Plus, you 
can pick a variety of 
weather conditions to 
play in with the different 


games 


Pad: Move 
player 
Select: N/A 
Start: N/A 
A: Selection 
B: Cancel 
X: N/A 
Y: N/A 
R: N/A 
L: N/A 


All the fouls and penalties 
are displayed on the field by 
cool referee animation. 


The con¬ 
trols are 
very easy 
to learn and 
the game 
plays 
smoothly. 


It should come as no sur¬ 
prise that one of the best 
football games ever 
made on the NES makes 
its way to a 16-Bit ver¬ 
sion. And with the use of 
16-Bit power, Tecmo 
Super Bowl now has it 
all. Every professional 
team is here, with statis¬ 
tics for each player and 
team. Great cinemas and 
game play make this cart 
a great upgrade. 


OPTIONS 


CONTROLLER 


STORY 


FA , r k K 


r; 


GREEN BAV PACKERS 
MTflNAOQUS COLTS 
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INDIVIDUAL LEADERS 


INTERCEPTIONS 
PUNT RETURNS 


KICKOFF RETURNS 



Take advantage of the punt 
meter to get the distance. 


Put one up to take an 
easy three points. 


Hand the bail off and blast 
through your opponents. 

*_■*-.* i . 1 • _ ■ P ■ • V V f _ ^ \ ' 


Timing is crucial when trying 




Super NES Buyer’s Guide 


































































































































































































































OPTIONS 


Your only option is a 
password feature. Actual¬ 
ly, it’s a color-coded 
mosaic where you must 
remember which colors 
go where in order to 
access a level. 


CONTROLLER 


Pad: Controls 
direction. 
Select: N/A 
Start: Pause 
A: N/A 
B: Jump 
X: Magic 
Y: Punch 
R: Magic Select 
L: Magic Select 


All of the 
controls are 
well placed. 
Player con¬ 
trol is well 
above the 
average 
range! 


STORY 


HOT TIP!! 


Use your Comet Flash to get 
those tricky power-upsl 
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1-Up —Find these 
babies scattered 
all over the place. 
They are important 
because they allow for an 
extra continue. They’re 
well worth the effort. 


The Password Option allows 
you to save your games. 


Use the large overhead map 
to view your next level! 


teens gou cap Ft no 


The evil Raglan has declared 
a war on the overworld! 


iv 


*rva* 


m 






•V" y* 
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Use any means at your 
disposal to cross each level. 


Skyblazer is a way-cool 
action game which 
shares a lot in common 
with games like ActRais- 
er, Strider and Valis IV. 
The action is non-stop. 
You can use magic, cling 
to walls, plus use your 
feet and fists to dispatch 
the evil hordes of Raglan. 
There are tons of levels 
all of which are really 
exciting. The Bosses are 
very ingenious, too! 


Full Magi c Power- 
Up—This will reju¬ 
venate your magic 
power almost com¬ 
pletely! Try to find these— 
you’ll need 'em to tackle 
all the enemies. 


iper 

Flash 

-T 

his 

iur s 

itandai 

rd r 

nag 


raxes one magic point 
out of you every time 
you use it. Generally 
good for all enemies. 




-W 


1 

.. i 

, * - 4 ' vV' 1 V ■ 




m 


Eight Way—This one 
is awesome. Use this 
to take out multiple 
enemies in one shot. 


Heal—This magic is 
essentia] for regenerat 
ing life points. If you 
need extra life, this is 




points. 


overcoming inose 
hard-to-cross areas. 
This magic uses two 
of you magic points. 




you to get out of sticky 
situations. Uses two 
magic points. 

































































Use the treetops to move 
through this level. You must 
jump quickly if you want to 
stay above the ground. A bit 
of advice: Watch out for ene¬ 
mies hiding in the trees! 




Fire, fire everywhere! When 
you hop onto the moving 
blocks, stay low to dodge the 
roiling blades that could cut 
you in two! Use the walls to 
your advantage. 


H 1 






The Tower of Tarolisk is one tough place. On the outside of the 
tower, you must jump from level to level very carefully. On the 
inside (see map below) you must stay ever-vigitant against 

oncoming enemies. Be very 
wary of the moving blocks, or 
they’ll pin you against the wails. 
If that happens, consider your¬ 
self burnt toast! 


Cool Mode 7 effects abound 
in this level! Use the control 
pad to pick up the precious 
diamonds! 


An icy nightmare, this place 
is very slippery! The moving 
ceiling will crush you if you 
are not careful! Also, keep an 
eye out for the ravenous 
guard dogs! 




The Fails of Torment are 


exactly that! Take care not to 
fall into the water, or the 
weird fish who live there will 


have you for lunch! Be sure 
to look before you leap. 
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SPORTS 


The options will let you 
configure your buttons to 
perform different kinds of 
punches. It will also give 
you the option to erase 
all of your boxer’s data if 
you wish to do so. 


Pad: Move, 
duck, stand 
Select: Retire 
Start: Pause 
A: Right hook 
B: Left hook 
X: Right jab 
Y: Left jab 
R: Circle right 
L: Circle left 


The con¬ 
trols can be 
configured. 
Pressed 
simultane¬ 
ously, the L 
and R but¬ 
tons block. 


CfWtEEtt warn. 


2* HttTCH 


IJIhllHIN 


STORY 


Challenge each con¬ 
tender with the best for 
the Super NES! This box¬ 
ing game features incred¬ 
ible graphics with gru¬ 
elling fist-to-face sounds 
that will blow you away! 
Pick one of 25 fighters 
and challenge all of the 
rest! Start your own 
career and make your 
own boxer. Fight your 
way up the ladder to Rid¬ 
dick Bowe himself! 



'f^T' 

WON LOST ^ 

POWCR 
SPCXD 
STflH « MM 



Pick a career, choose a boxer 
or make one yourself! 



After several matches, an 
opponent can challenge you ! 


Set.EYTT VOtift 



Carefully choose your 
opponent to fight in the ring. 



pi.ftvr.R 2 

urr t jnrj n 

V 

RIGHT ,JfTR X 

X 

UF.F T HOOK H 

e 

RIGHT HOGl{ fl 

a 

c t rtox ri i r v 


CIRfJi.f, t *t : J 1 i 

G 

FJGOG*: i.+R 

L. 4 R 

crrsc nut c<tHL44 t 



In the options menu, set up 
the buttons to your liking. 



Press the A and B buttons to 
relay insults to your foe! 



Make your own boxer! Pick 
the name and features! 


25 CHARACTERS TO CHOOSE FROM! 


BE A WINNER! 





mi 

MJ! 




Riddick Bowe himself tells 
how he thinks you’re doing. 


One last 
punch and 
you’ll take 
him down 
for good! 


He won’t 
get up and 
receive a 
KO! Great 
job! 

The match 
will add 
winning 
titles to 
your belt! 








SHOW YOU THE ROPES 


LEFT HOOK 


RIGHT HOOK 


: 


w 
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Level 1 is easy. 
Wait for the 
Boss’ head to 
spin and open 
up, revealing a 


PART 2 GUARDIAN CASTLE 

The next few levels take brains as well as 
reflexes. You must use the map to find the best 
route to get enough keys to make it to the stars. 
Great scrolling makes this top view a real treat. 


PART 3 CASTLE FLOOR 2 

More overhead action awaits you as you work 
your way through the castle. As before, spin¬ 
ning fans, spike pits and moving walls bar your 
way at every turn. Remember to plan ahead! 


PART 1 FORGOTTEN PATH 

Fight this Mid-Boss of Level One by waiting for 
its head to bow down. If you hide in the far left, 
you can’t be hit but it takes too 


Timing is criti¬ 
cal throughout 
this game. 



ELECTRO BRAIN 


LEVELS 


There aren’t too many 
options available. You 
can only select difficulty 
settings; Easy, Normal 
and Hard. A sound test 
or controller configuration 
would have been nice. 


Pad: Moves 
Jim around. 
Select: N/A 
Start: Pause 
A: Super Bomb 
B: Jump 
X: Shoot 
Y: Shoot 
R: Super Bomb 
L: N/A 


The control 
is very tight 
but the 
jumping 
takes pre¬ 
cise timing 
to avoid 
death. 



STORY 


The universe is threat¬ 
ened with extinction. An 
evil force called Vaprak 
promises decimation for 
all who oppose him. Your 
mission is to send 
Vaprak back to the Lost 
Dimension. You have 
been equipped with a 
blaster, jet pack and a 
uni-jet. The route is very 
dangerous and only Jim 
Power has the courage 
to defeat Vaprak! 

Hi Jf 'M I 




Super NES Buyer’s Guide 51 




































































LAYERS Tri ... 


DIFFICULTY MODERATE 


There are two skill levels 
to choose from: Easy and 
Normal. There are also 
different types of button 
configurations as well, 
including different trans¬ 


mission types 


CONTROLLER 



You are an undercover 
cop, trying to bust a 
smuggling group. For a 
disguise, you have a 
candy-apple red sports 
car! Drive through traffic 
and when you spot your 
enemies, smash them to 
a halt! You have a limited 
amount of time and hits 
you can take, but there 
are also continues and 
opportunities to get more 
time for each chase. 


■ 


Li 


R 


Pad: Pad 

"him 

moves car 


l Select: N/A 
\ Start: Pause 

There are 
different 

| A: Nitro 

types of 

B: Gas 

configs. 

X: N/A 

These are 

Y: Brakes 

for the Type 

f R: Shift Up 

A configu¬ 

L: Shift Down 

ration. 
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JND I: TIIE FREEl 
SUSPECT AN1) CAR 


This first chase takes place on a crowd¬ 
ed expressway. Watch for Sunday dri¬ 
vers that will slow you down if you hit 
them. The suspect is driving a red car 
i I i jy^Mi ii that is easy to 

M catch. Just hit'em! 


ROUND 2 : THE DESERT 
SUSPECT AND CAR 


The second high-speed chase takes you 
through the desert. Be sure to watch for 
bikers—they have gas bombs that they 
will throw in your path. The suspect is 
■i ii i ■■ m i' driving a bright 

green jeep! 


LOIJND 3: TRAFFIC 

SUSPECT AND CAR 


The third round takes you into the world 
of oncoming traffic. Hitting cars head-on 
causes massive damage to your vehicle! 
The suspect will fire bullets; avoid them 

-:— - 1 and smash this thug 

M to a halt! 


PRE-ROUND HR] E FI NOS: 

Before each round, Dispatcher Nancy will 
appear. She will give vital information on each 
suspect (you will be pursuing in the following 
round) including make of car, and if the sus¬ 
pects) are armed! 


THE SUSPECT HAS LAST 
SEEN DfilVING ft STOLEN 
RED 


1 J-i, i ■“! H I 



































































































STAGE I STAGE 2 STAGE 3 

ENGLISH CASTLE SWISS TOWER AMAZON il/NGLES 


Agents attack in the woods. Dodge air attacks here. Amazon men harpoon you 



Knock out ail the candies Hit Dr. Claw’s chair to Watch out for the spinning 


in this room to escape. destroy the pendulum. spikes that rotate. 



GO, GO GADGET ICONS 

I|j BOMB: Blast open f^l GADGET FACE: 
£| multiple blocks. 1~ * 1 One extra life. 

B ARROW: Offensive RjSj BRAIN HEAD: 
weapon. 1 1 Extends arms, l€ 

S BLUE PROPELLER: gSl HAT: Operates 
Can fly briefly. ISSl nearly every iten 

SI RED PROPELLER: HAND: Can puli 

■H Attacks enemies. I tET I and hang on rim 

SUCTION CUP: Use IKS MAN: Gadgets tl 
to climb walls. damage villains. 


©1992 OIC Animation City, Inc. 


1) and 2) These are ways you can enter the castle. 3) This will take you to a bonus stage 

4) Watch out for trap floors. 5) The exit to fight the first Boss. 


Grabbing this 
icon will take you 
to bonus stages. 






Tf* 




■l£ 





UBUSHER 
ARABLE 
HEME 
IGABITS 


H UDSON SOF T 
D ECEMBE R 
ACTION 
8 


[PLAYERS 

1 OR 2 | 

DIFFICULTY 

MODERATE | 

| LEVELS 

6 1 

| % COMPLETE 

100% | 



There is no options fea¬ 
ture in the game at this 
time. It would be nice to 
have a difficulty setting to 
make the game a little 
more challenging, but it’s 
not bad as it is. 


CONTROLLER 


Pad: Move¬ 

^ rtf 

ment, Duck 

t * * ■' 

Select: N/A 


Start: Pause 

The con¬ 
trols do 

A: Use special 

take some 

B: Jump 

time to get I 

X: N/A 

used to, but 

Y: Punch, Kick 

overall, I 

R: Select special 

they work 

L: Select special 

well. 






STORY 


Inspector Gadget, from 
the hit cartoon show, 
makes his way to your 
Super NES. This bionic 
policeman has dedicated 
his life to fighting the evil 
Dr. Claw and his army of 
M.A.D. agents. This time 
Dr. Claw has gone too far 
by capturing Gadget's 
niece, Penny. Your mis¬ 
sion is to rescue Penny 
without being captured 
yourself. Go, go Gadget! 
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liana, the world’s Life 
force, has been scaf- 
i fered to the four 
winds. One warrior 


liana whole. Or the 
world as we know it 
> will cease to exist 


LOTS! You can edit the 
controllers, give the char¬ 
acters your own made-up 
names, and even have 
the ability to change the 
window frames and artifi¬ 
cial intellect of the CPU! 


I was waiting for another 
Zelda-type game to come 
along and thankfully 
Secret of Mana lives up 

the music is by far the 
best I’ve heard from a 
cartridge. Do yourself a 
favor and check this out! 

- Mike Weigand 


OPTIONS 


This woman is 
gentle, but she 


deadly person 


An aggressive 
little sprite tha 
excels at cast- 


or stab charae! 


enemies 


Pad: Move 


player 

+ "wa 

Select: N/A 


Start: N/A 

Each button j 

A: Run 

has multiple 
functions ' 

B: Weapon 

and will dif¬ 

X: Menu 

fer depend¬ 

Y: Cancel 

ing on the 

R: N/A 

current situ¬ 

L: N/A 

ation. 


1 PUBLISHER 

SQUARE 


| AVAILABLE 

NOVEMBER | 

[THEME 

r RPG | 

1 MEGABITS 

w 16 | 

1 PLAYERS 

1 TO 3 | 

1 DIFFICULTY 

MODERATE | 

| LEVELS 

N/A | 

| % COMPLETE 

^ 100% | 















































































































Potos is a vil¬ 
lage just like 
any other— 
well, almost. 
This town 
has many 
interesting 
things in it. 
For instance, 
a strange 
man can be 
seen drinking 
in the local 


tavern, the 


has become 
worried 
about your 


and a giant 
monster that 
is lurking 
about is giv¬ 
ing the whole 
town loads of 






ttou/ ir\ the blazes do qou plaq this thing!?! 

Controller Edit! 


Attack Edit 


m KrF'WifxrwfTci* ra sn 


umm mi 


Rope 

Wishes 


n mm M Etra* h'iopem, m* eff Wilts ctmni 
rife ([ m\. fft. mm n. xti 

R-W L ft HiJIfS K IFF ttftIFEUEt lift, 
ir tn m mm it Bit. 


luivr- i"L 
HUITt K-- 
GWSiTTVMto 
tuftti&itm 
si«tr i' 
mttt to 
HUj. II 
EfFF^F I? 
mi i II 
mu in to 


f mmo Hff m ur-nm *i? 
tm f FH CQE* ev fFEmPfe fctfk 

hu mnt ti mnmnmfau 


Heck, you can even edit the 
window frames of info boxes! 


Duh! Character statistics for 
all your attributes. 


and two friends can team 
pto defeat the enemy! 


Time to venture on! 

When the game begins, the hero meets his 
friends at the falls. He will fail to the bottom 
and must find his way home. Suddenly, he 
__ hears a voice calling from 

a distance. It is the ancient £; 

SMB Sworcl of Mana! Well, we I B| 
really don’t want to ruin . - : j 
f >, J the whole gaming experi- • J : j 
y | ence for you, so this is all w ' 
BRB that we will reveal to you! :W]B8 


; xf-nf e f/. .... 

I u F i- o 5 U e i, 

j,.. 




% 


STORY 


The main character of 
the story has been cho¬ 
sen by the gods at an 
early age. He must take 
on the responsibility of 
saving the land from 
impending doom and dis¬ 
aster from an unknown 
source of evil. 




GRAPHICS 


I I I I I I I 
HOWARD ( 

The great perspective 
and plenty of special 
effects tremendously 
enhance this title. 


94% 

i 

90% 


AUDIO 


MIKE 

I I I l 

HOWARD 
I I I I 


I I W 


96% 

l 

93% 


i^iraai i 

The music is absolutely 
beautiful. Typical Square 
Soft music akin to Final 
Fantasy 2. 


GAME PLAY 


MIKE 95% 

I I I I I I I I I I l 

HOWARD 95% 

I I I I I I I I I I I 

The control is quite differ¬ 
ent, but still has plenty of 
appeal to Zelda and 
hard-core RPGers. 


MIKE 

wmmm 

HOWARD 
I I I 


90% 

l 

88 % 


ll I 


It is long, and the chal¬ 
lenge is really tough. 
Especially when con¬ 
fronted by the Bosses. 


Square has built a fine 
reputation on having the 
most entertaining RPGs 
around. Secret of Mana 
has delivered th^oods 
once more with an ej«el- 
lent story, a JswK^iar- 
acterai a n d act i oi 



n 


me 

the Zelda games. Add 
impressive graphics with 
rich music and sound FX, 
and you’ve got a winner! 

- Howard Grossman 
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SUPER FILE 



iESB^nard" 


i r- ^ T “0 t ^■w^’rcr it- t gy 

'papr ‘ poTH’' 1 X . ■ ' * 

1_ 1 '"'GT^T--£'.J gv <"t I pTT OQ 



0090709 


PLAYERS 


oooooo 


LEVELS 


0000 % 
t • • t /0 


There are three Play 
Modes to the game: 1* 
Player, 2-Player-A 
(where you can hurt eac 
other) and 2-Piayer-B 
(where you are immune 
to each other’s hits). 


Pad: Move 
the character 
Select: N/A 
Start: Pause 
A: Jump 
B: Punch 
X: Punch 
Y: Jump 
R: N/A 
L: N/A 


There are 
no options 
that allow 
you to cus 
tomize the 
settings to 
your liking. 


Yes, the ‘Toads are back, 
and this time with friends! 
Putting the mean green 
three together with the 
Dr agon twins wasa great 
idelpmdJilMqanfe floes 


tenpyeMiWs idenlal 
to tfcdPhJ ESffrs m \ , Wm 
the graphics are excel¬ 
lent, as are the rockin’ 
background tunes! Yes! 
Move to this! 

- Mike Weigand 


S 


ay 


a: 1- 




rteach 


r-B 
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ICONS AND OTHER ITEMS YOU C AN USE 
Icon Container: MSE 1 

Get next to these orbs, then break them HIP 1 

open for the item that is inside. — 11 

mcibiUty* ■ *■ Walker’s Leg: Pick I - I I 


enemies with it! 


other damage! 
) makes you ar 


immune to each other’s 


LEVEL 1: Tail of the Ratship 

On the tail of the enemy ship, start at the end 
and slowly work your way toward the open¬ 
ing! Remember you can hang onto the edge 
of the wing and kick off enemies as they 
come toward you—just don’t let them stomp 
on your fingers or you will fall to your death! 
Abobo is the Boss at the end of the level! 


l 

iwia 

mmam 

n 

nJS 

"here are two 2 

1 * I V 11 1 

■Player Modes: C 

)ne, Ty 

ten/ an 

[jBM! 

fflasMmmm 

hit eacl 


LEVEE 2: BLAG ALLEY 



sections are 
running and 
fighting. At the 
end of each of 
these sections 
is a doorman o 


doom who throw 
sticks and throw 
stage—kick ener 
dodge obstacles 


keep jumping on 
Blag hates it whe 





































































































































here. Use the Turbo 
and descend safi ‘ 
Rooer. Do not ae 


Twistin’ ■ Thunderin' 1 
Typhoon „ knee Drop . 

Earthquake Flying > 

, Elbow. ' .Dragon, 

Whinin’ 

Whirlwind 

Side Wall 
Smash 

m ^ 


Experts of street fight 
ing(, Billy and Jimmy 


cgmbgt skills to the 
side of the ‘Toads 
with t heir-killer * 
Twistin' Typhoon? 


Take Out 
the Trash 


Jab ‘N . Nctse , Back ‘N Dragon’s 
Strike Crunch Front Punt Tail Throw 


Abobo is big, but 
he is easy to 
beat! Just use 
Headbutts and 
Typhoon Kicks to 




T- 


L 





STORY 


The Dark Queen comes 
to Earth, with an edge— 
the Shadow Boss is with 
her and they have plans 
to take over the planet! 
The Battletoads must 
| team up with the Double 
Dragon duo of the Lee 
brothers to save the day. 


GRAPHICS 


MIKE 

MMHH 
HOWARD 
I I I r 





Excellent graphics, but 
why no shades on cool 
Toad Rash? Excellent 
opening to the game! 


AUDIO 


MIKE 90% 

I I I I I I lin I 

HOWARD _ 89% 

i i i i i i wmmm i 

Great rockin’ music is a 
little subtle in some 
areas, but it fits the 
game’s theme well. 



GAME PLAY 


MIKE 89% 

I I I I I I I I I l I 

HOWARD 90% 

I I 1 I I I l I I I I 

There are plenty of 
power-ups to be found 
throughout the game with 
enough 1-Ups! 



DIFFICULTY, 


MIKE 

I I I I 
HOWARD ______ ' 

Veteran Toad fans will 
probably find the game 
easier than Battlemani- 
acs; others beware! 


SUPER REVIEW 


It all started from a sim¬ 
ple NES game that has 
been made into one of 
the best all-time action 
carts^The combaof D..D. 
ai 





it aj 

excwwffnt varietywh tl 
game. With great graph¬ 
ics, cool sounds and tons 
of playability this is one 
winning twosome. 

- Howard Grossman 
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LEVELS 


You can adjust the con- 
trols so that you can play 
it with any button config. 
You can make an SF2 
type of control. Also there 
is a Two-Player and a 


Group Battle Mode 


I was a big fan of the 
Japanese version of 
Ranma 1/2 Hard Battle 
so I was eagerly antici- 
patina the domestic 


in g^wn e^wceswa^r 
definite disappointment! 
Why the change? Other 
than the voices this is a 
very good fighting game. 

• Mike Weigand 


Pad: Move 


Characters 
Select: N/A 

+ //^> 1 

Start: Pause 

The con- 1 
trols can be 

A: N/A 

set to each 

B: Power Attack 

player’s lik- 

X: Jump 

ing, such as 

Y: Normal Attack 

the SF2 1 

R: Block 

configura- ] 

| L: Block 

tion. | 




^iiki 


l^fstj. i 


% 



’t&rjjTl? 

■LfT£i; 


Sell 


t 





** & 


, r >~"^ THE 

..til, \ CTOR'i' TUCT Li HE 

it mz i V.eo 


£ iU 

IN ORDER TO EE EXCUSED FROM 
EXRNS RRKHR C DETERMINED TO 
DEFER! RHYOHE THE PRIH 


r if it *cono that ~v wish 
ill be Srant cd I d f i 3tit 
vone t . 

n Rkano herself? 


IIf I * the jfK 
then Ran~a Hi 11 
lor sukc? 1 


Gamble King 


His ultimate dream is a 
giant gambling casino. 


Mousse searches for 
eternal happiness. 


Mousse 


io can defeat eiSht of 
t t^oubloserc students 
an mark to^ctheK to 

.o^‘ the cohoot? 


Akane Tendo 


Ranma Female 


Ranma Male 


The Principal says if he 
wins, no more tests! 


Akane wants no more 
men to ask her out. 


This is Ranma’s female 
form—quick and nimble. 


Rijoga Hibiki 


Ryoga is stricken with 
amnesia and told to fight. 
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Cenma Saotome 


Pantuhose Taro A 


Ranma’s father just 
wants to be respected. 


His name is what drives 


him mad to change it. 




Shampoo 


Team Challenge 


Choose a group of five 
against five in this option. 


Play a character who has a 
unique unfolding story line! 






Versus Mode 


You can play against a friend, 
or character vs. character. 


Stori) Mode 






ttappozai! 

If you're good 
enough, you’ll 
^ find this 
■ hidden guy! 




STORY 


The Principal of Furinkan 
High has just duped 
Ranma and all his friends 
into a giant all-out tourna¬ 
ment. Each one is 
promised to get a unique 
award, so everyone is 
trying their hardest to win 
in this hilarious game. 


GRAPHICS 


MIKE 
I I I 

HOWARD 
I I I 


90% 

I 

92% 


The backdrops are great 
and the amount of color 
exceeds that of most 
other fighting games. 


MIKE 

1 I I I I I I 

HOWARD 

I I I I I I 


The voices are crisp and 
clear, and the music has 
the same slightly kooky 
Japanese fee! to it. 


PLAY 


MIKE 87% 

I I I I I I I I I I I 

HOWARD 91% 

I I I I I I I I I i I 

It is slower than SF2, but 
the controls are very 
responsive and handle 
very well. 


DIPPICULTY 


MIKE 
I I l 

HOWARD 

I I IT? 


Ranma 1/2 offers 
adjustable difficulty but 
it’s never bad enough to 
get you frustrated. 


. 


86 


SUPER REVIEW 


This is a surprisingly 
good fighting cart. Sever¬ 
al features, the ability to 
catch yourself from a fall, 
add to the loads of 


sh^^^u^Bp voi 

a traHlatidto fi 
the Japanese version. 
Being a fan of the anime 
series I may be a bit 
biased, but it plays great! 
- Howard Grossman 





























































































































































































ACTRAISER 2 


DIFFICULTY 


MODERATE ACTION 


12 MEG 


NOVEMBER 


SUNSOFT 


AERO THE ACRO'BAT 


DIFFICULTY 


MODERATE I ACTION 


MEGAB TS 


8 MEG 


PLAYERS AVAILABLE 


NOW 


After Tanzra’s defeat, things 
seemed quiet. However, Tanzra’s 
most feared and powerful demons 
raised their master and have now 
infested the peaceful planet with 
evil! Once again you must battle 
these demons through even bigger 
and badder levels than the first 
outing! The city building 
sequences are gone and it’s all 
action! Choose from three difficulty 
levels with a password support. 




i liked the first ActRaiser, and 
the sequel is even better. It’s 
good that they got rid of the 


takes a while to get used to. 
But after some practice, you’ll 
have a great, tough game! 

This is a good sequel to the 
original. The new look for the 
hero is rather dopey, though. I 
like 

1 

a 

the game p 
work. Maybe it should be slight¬ 
ly easier, too. I like a challenge, 
but this is frustrate 

ActRaiser 2 is everything one 
would anticipate—and more! 
The music is better, as are the 
grafljji££ and sou ndLThe_citv 
b 

the~warriorrbut once that’s 
down, get ready for some seri¬ 
ous action. This game may be 
too heavy-handed for some. 


Evil industrialist Edgar Ektor has 
designs on the World of Amuse¬ 
ment Circus! To get what he 
wants, Edgar has booby trapped 
the show! Only one person can 
save the day: Aero the Acro*Bat! 
Follow Aero through several levels, 
as he defeats enemies with his 
devastating Aero attacks! There 
are also Bosses to contend with 
and fellow performers to rescue! 
Use Aero to save the day! 


The circus is not just a place 
for kiddies any more! Aero the 
Acro*Bat plays well and despite 


plain fun to play. Children of all 
ages will enjoy this cart from 
start to finish. 

Aero is not just a cart for kid¬ 
dies. It is actually a game that 
requires a lot of technique and 


Sunsoft has done a great job 
with this cart. Aero the 
Acro*Bat is worth plavini 




It’s Aero! People who think this 
spunky bat is another Sonic rip- 
off, think again! The music is 
kill er, a nd the nranhicsy»re 

ives 


,e 

filled 

hidden items! This is definitely 
one game that you will not fin¬ 
ish in one sitting! Is this game 
good kiddies? YES! 


,|~£v . 

vvv,. •" -Sr 


1APHICS and ANIMATION. GREEN m MUSIC and SOUND EFFECTS, 
YELLOW = GAME PLAY, 
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Put on your skates and get your 
curved stick! Brett Hull enters the 
video game fray with Brett Hull 
Hockey! Using a vertical playing 
field, choose from several teams 
and hit the ice either alone, or go 
head-to-head against a friend with 
the Two-Player Mode! Master the 
many moves you can do here, like 
slapshots, wristshots while pass¬ 
ing, and blocking! All this and digi¬ 
tized hockey sequences! 


Once again football fans, it’s that 
time of year where your dream 
comes true. Yes, it’s the latest 
Madden Football game for Super 
NES! Pick your team and go at it— 
head-to-head against a friend, or 
against a computerized team! With 
constant commentary from Mr. 
Madden himself, this game puts 
you in the action with colorful 
graphics and realistic sound 
effects. 


Galaxy Century 232: After a long 
space war, the people of your 
planet and BioMetal aliens are 
competing to find natural 
resources. Later, the special fleet 
of the Galactic Council was 
attacked by the aliens during their 
digs. Using a prototype, you and 
the co-pilot must go against the 
alien forces to destroy them! Col¬ 
lect power-ups and icons to get 
better weapons in this shooter! 


Although there aren’t many 
carts to compare in the first 
place, this hockey simulation is 
one of the belter ones qu the 


This game was different than I 
expected. I had anticipated a 
boring shooter, but I got a real¬ 
ly difficult aniUn tense name 

with good qraphics and decent 


EA proves themselves once 
again. This is the best football 
game of its kind for the Super 
NE^^Ithouaj^l caolt see an 

sidhificarif®ffJence 


seems to have a better feel to it 
than its past counterparts. Defi¬ 
nitely one football fans add to 
their collections. 


bit to get used to and the per¬ 
spective is different, but tolera¬ 
ble. It’s not a bad game, and it 
should please hockey fans. 


weapon and a shield. ! his car 
is a pain in the butt in difficulty 
though. It could have had bet¬ 
ter, digitized music. 


This is one of the better hockey 
games around. While the per¬ 
spective seems bothersome at 
tim e^jn ^aame niay ^/e ry 

wef^^l thelc'onpffiijPppo- 


I wish Activision could have 
devoted more memory to this 
game. It could have been a 
wi rmeijjh^ame dav just isn’t 

there. The graphics are, really 


This is the best Madden game 
yet. However, it is very close to 
the others. I wish EA would quit 
stallinn and make thfL ultimate 


nice 


though it might get annoying 
after awhile. Its graphics are 
pretty impressive, too! I’m not a 
sports fan, but l like it. 


expected, to say the least. I 
would recommend this game to 
shooter fans only. It’s too tough 
as well. 


year' bull, it you are an arm¬ 
chair quarterback, this is one 
you won’t want to miss. A 
decent football cart. 


Brett Hull is a pretty good hock' 
ey game that takes a new per 
spective in terms of presenta^ 
ti on fit sc rolls ve rtica 11 v*_a n c 


This is a prime example of how 
music makes all the difference 
a game.This is a pretty good 
shooter, with hnno Bpsses_and 


Ah, yes. Electronic Arts and 
sports games! As usual, this is 
an excellent installment of the 
Madden sana. and like the_Oth- 


sswj^yilnctijpi^^Hjs 

you don’t see everyday, and 
the extensive rules like penal¬ 
ties, add realism. Overall, a 
pretty good game. 


dance music completely ruins 
the game. It simply doesn’t 
belong! If you must have this, 
get the Japanese version. 


become a video sports game 
fanatic overnight. But fans of 
sports games will probably 
want to add it to their collection. 


ACCOLADE 


ACTIVISION 


ELECTRONIC ARTS 


DIFFICULTY THEME MEGABITS 


DIFFICULTY THEME MEGABITS 


LEVELS 


LEVELS 


PLAYERS AVAILABLE 


PLAYERS AVAILABLE 


GREEN = MUSIC end SOUND EFFECTS 


YELLOW = GAME PLA Y, 


B 

•IOMETAL 

DIFFICULTY 

THEME 

MEGABITS 

MODERATE 

SHOOTER 

8 MEG 

LEVELS 

PLAYERS 

AVAILABLE 

5 

1 

| NOVEMBER 


iiiiMiii i MMMiiiMaii ihi iniiii—i i inn ft— 


J- 1 
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g 


















































PUZZLE | 2 MEG 


He’s back and this time with three 
games in one puzzle cart! Go 
against the computer, take on the 
Puzzle Mode, or go head-to-head 
against a friend with the Versus 
Mode! Line up the blocks horizon¬ 
tally and watch the rows disap¬ 
pear, but use the Pac-Man wisely: 
he will gobble up the ghosts that 
fail on the screen! Get that coffee 
ready—this one will keep you play 
ing all night! 


The next in the “infotainment” 
games starring that ever-popular 
Mario! This is nothing like Super 
Mario All-Stars. This one actually 
requires thinking rather than run¬ 
ning and jumping skills! Brush up 
on your history, for you will be 
asked several questions in order to 
advance to the next level! Action 
scenes like surfing along with a 
few surprises will keep you on the 
tips of your toes! 


People dying to get the gun¬ 
slingers on the Super NES, wait no 
more! This is more like the arcade 
in that you can choose from four 
gunslingers: two rifleman, Cor- 
mano and Bob; and two six-shoot¬ 
ers, Steve and Billy! With one or 
two players (the latter simultane¬ 
ous) clean up the dirty West with 
different skill levels and options to 
configure your buttons. Get those 
pistols ready! Ya-hoo! 


This is one game that I could 
sit and play for hours. It is a 
welcome title for the Super 
NES^While itmaiU?e simple 


I played this one in the arcade 
before I got to try it for the 
Super NES. I’m surprised at 
the close translationLAII at the 


This game isn't what most 
Mario fans will expect. It’s a 
historical game that will expand 
youyriind a^ell a^ouypiay- 

ind: skills! Mlidl^sifdfi* it is not, 


Mqtegffjpe anfthUVthe 

way to do it. Two-Player Mode 
is a blast! it takes a few tries to 
get used to, but you can get the 
hanq of it verv auicklv! It’s cool! 


graphics are near exact! 

Although it is just a tad short, 
the difficulty level should take 
care of that. It’s a lot of bang 
for the buck. Yippee! 


lecting power-ups. I dorvt like 
how they punish you for miss 
ing something with a lame Don 
key Konq type qame. 


While most people see no rea¬ 
son for a game of this type, f 
know of a lot of parents who 
are anainst_violenne. This 


Although Tetris look-alikes are 
wearing rather thin, Pac-Attack 
is probably one of the best 
ones out there. Like_mosLpuz- 


This ts as close as you can get 
to the arcade. The colors are 
brilliant, and you can choose 
fron^mpuj^haracters, ajpd it 

retairfS allithe level® frcffi the 


got something for you. I like the 
added elements, and it is an 
improvement over Mario Is 
Missinq. Cute, and l like it. 


afdict^tu^^n t go jtfb|g with 

Sunset Riders. Even the music 
is cool. And—has anyone 
noticed that it keeps with the 
typical Konami train motif? 


not as intense when compared 
to others of its kind. Rent it first 
before buying it, that’s what I 
say. Good, but not qreat. 


This is another “cutesy” learn¬ 
ing game like Mario is Missing! 
I suppose if you like these type 
of le|rrw>^giy-fi]|jt games 
Mai s Tift] Machine will be 


Oh no! Not Pac-Man, that has- 
been! Yes, it is Pac-Man, but 
this should have been called 
Pan-Trisl This is a nuzzle name 


Just when you thought the 
Genesis was going to keep you 
satisfied, here comes the 
SupenMES version that i^ven 


mes 


here (but some of the colors of 

the gunslingers simply have to 
go), make this the one to beat! 
A bit cheap in places, but an 
excellent arcade conversion! 


wg^^rea^^Hpoy iwi^ot 
the levels are very well "done 
graphically, like the surfing 
sequence, but don’t think this is 
like Super Mario All-Stars! 


weeKs), and tne iwo-Mtayer 
Mode is really a treat! See if 
your friendship can survive this 
competitive qame! 


DIFFICULTY THEME 


MEGABITS 


MEGABITS 


PLAYERS AVAILABLE 


LEVELS 


PLAYERS AVAILABLE 








































































KONAMI 


TMNT: TOURNAMENT FIGHTERS 


MODERATE FIGHTING 16 MEG 


VIC TOKAI 


TIME SLIP 


YOSHI'S SAFARI 


D FF CULTY 


MEGABITS 


H/A 


PLAYERS AVAILABLE 


1 OR 2 DECEMBER 


ACTION 

8 MEG 

FLAYERS 

AVAILABLE 

1 




DIFFICULTY 


MEGABITS 


EASY I SHOOTER I 8 MEG 


12 + 


PLAYERS 


I OR 2 


NOW 
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The Teenage Mutant Ninja Turtles 
have returned and this time they 
are ready to brawl! Choose your 
favorite turtle—Donatello, Raphael, 
Michaelangelo, Leonardo or pick 
one of the other fighters: Aska, 
Wingnut, Armaggon, Cyber Shred¬ 
der or War! Plenty of fighting 
stages to choose from, turbo 
speeds and difficulty levels! So 
grab that controller and get ready 
to fight to the finish! 


<5V i 


The Earth has been conquered, 
and only one man can make things 
right again! Run, jump and shoot 
your way through several levels of 
huge enemies, and be sure to find 
those power-ups to charge your 
weapons and increase your life 
meter! Just when you thought the 
running was enough, get ready for 
the Jet Bike level where you will 
battle at high speeds! Can you 
save the Earth? Find out! 





Move over Mortal Kombat and 
SF II! The turtles are in town 
and they kick some major shell. 
Th ere a re plenty ofspecial 

cludinolaMoi death 

r *^ rv ^^ ,val 

preciseness. Cranking tunes 

and good graphics make this 

cart sure to be the next big 

I was surprised by this cart. I 
thought that it would have horri¬ 
ble control, and cheezy graph- 





Super 


timing and 


game play is there. Konami has 
made a cool game. Loads of 
fun with familiar characters! 


m *jh 


Most excellent! Konami enters 
the fighting ring and, as usual, 
comes up an absolute winner! 
The re are plenj 
chi 
hai 

fing tneir special m< 

bly easy to execTTte! i nere 
could be a few more bonus 
stages, but overall it’s an excel¬ 
lent qame! 




This game is just okay. The 
average graphics sort of hinder 
the overall feel of the game. 
Thesound effect^are orptty 
good, and the music is decent. 
Tie dmmhiim Ideally like 

_ _ Is tl^ story fit 

does play pretty welRmce you 
get used to it. I would suggest 
a rental of this game before a 
major purchase is made. 

This game could have been so 
much more. It has an awesome 
plot line, but the game doesn’t 
follo^hrouahj'h^a rm>h ics 

are just average, and the audio 
department isn’t too pleasing, 
either. It does supply a good 

challenge, and it taxes euot of 
timing and practice to get 
through. Time Slip is best if 
trjedfirst 

This game is a mixed bag of 
good and bad elements. First, 
some of the Bosses are very 

areas where you^mh^^fto 
endure mandatory cheap hits! 
The game is also a little on the 
hard side. 


GREEN = MUSIC and SOUND EFF 


s 

A 


Yes, it’s Yoshi again and this time 
you better grab your gun and tote 
some fun with Yoshi’s Safari! You 
are playing as Mario, and you ride 
on Yoshi’s back holding your 
Super Scope! Blast enemies as 
they come your way and help 
Yoshi make those dangerous 
jumps! The Two-Player Mode 
allows you and a friend to play as 
both Yoshi and Mario (use the con 
trol pad to direct Yoshi)! 




Y 




S 

A 


Y 


YELLOW m GAME PLA Y. 


This game looks good—but 
that's about all I can say about 
Yoshi’s Safari! I’ve never really 
liked anv ofthegames for the 

it 

I found it way too easy to really 
be anything but a time waster! 
The Two-Player Mode was 
neat, but nothing great. 

This is a great game for the 
Super Scope, complete with 
great graphics and sound. One 

! I 
Id it, 

yThij^jj^ps 

the younger players, 
because any experienced play¬ 
er will get bored quickly. Two- 
Player Mode is nice though. 

Ugh! More Super Scope! The 
Mode 7 effects are excellent, 
but that is really all that can be 
said foi^his aameHUs wav too 
e as^sHfc and 
the action gets repetitive and 
tiresome quickly! The Two- 
Player Mode was nardly need¬ 
ed since the person who plays 
as Yoshi really has no control 
over the green dinosaur! 


Buyer’s G 









































































f^W Ryu cares 
nothing of the 
awards. He just 
wishes to fight more. 

•yv w 


Guile is 
reunited with 
his family once again. 
Awwww.... 
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Dhalsim returns home after bringing 
honor to his family. 


Honda celebrates by eating and training 
for the next series of battles. 


at . ■ 


AGAIN THE WARRIORS 
SURVIVE ... 


The final battle against Bison 
has taken place. The endings 
of the original cast have been 
cosmetically changed a bit 
from the regular Street Fighter 
2. Since you can now play as 
the Bosses, they all share the 
same cinema scene, with a 
few differences in the text. For 
the ultimate players, you can 
get a special endings screen 
by not losing a match, One is 
for Champion Mode, and the 
other is for Turbo Edition. So 
players, start fighting to view 
those screens! 


1ST A 


Whichever Boss wins, his 
head will appear on top, as the 
armies of darkness march 
down below. Bison fights for 
world domination; Sagat 
regains his title as world cham¬ 
pion; Balrog can start over 
again with a new sense of 
pride; and Vega has finally 
destroyed ail the ugliness in 
the world. 


Ken has finally 
proven himself to his 
girlfriend, and marries 
her. 


v Zangief brings 
honor to his mother¬ 
land, and dances with 
Gorbv. 


a • ■ ** 


Chun Li has destroyed M. Bison, the 
killer of her father. She now can rest. 


Blanka finds his long-lost mother. 
Heartwarming...isn't it? 
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MEGA REVIEWS • COMING ATTRACTIONS • MEGA TRICKS 

INTERNATIONAL • MEGA STRATEGIES 

FROM THE EDITORS OF ELECTRONIC GAMING MONTHLY.... 


THE #1 ALL-SEGA VIDEO GAME MAGAZINE 


Finally, a magazine made 
exclusively for owners of the 
Genesis, Sega CD and 
Game Gear! Introducing 
Mega Play, the first full-color 
publication with all the tips, 
tricks, reviews and previews 
a Sega fan could ever want! 
Each bi-monthly issue is 
packed with behind-the- 
scenes info and photo¬ 
spreads of the latest 8-Bit 
and 16-Bit sensations. And 
since it is from the editors of 
EGM, you know Mega Play is 
a magazine you can trust! To 
get the most out of your 
Sega system, you NEED 
Mega Play! 

UNDERCOVER LOON AT SICA S HOT NEW ACTIVATOR MR CENESSIS! 
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LEARN 


THE NEWEST GAMES! 

* BE THE FIRST TO LEARN 
ABOUT THE NEW GAME 


AND ACCESSORIES. 

* READ HONEST, HARD¬ 
HITTING GAME REVIEWS 
FROM SEVERAL PLAYERS 


* GET THE FIRST INFO AND 
PHOTOS ON ALL THE NEW 
GENESIS, SEGA CD AND 
GAME GEAR CARTS. 

* FIND OUT WHICH 
INTERNATIONAL GAMES 
ARE HOT! 

* PLUS PAGES OF GAME 
MAPS, DETAILED 
STRATEGIES AND MORE! 


IMWHMnBH 

PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY 
THE ALL-SEGA GENESIS, SEGA CD AND GAME GEAR MAGAZINE! 


NAME_ 

ADDRESS 

CITY 


STATE 


_Payment enclosed 

Credit card orders:_VISA _MC 

Card no. 


_ZIP_ 
Bill me 


Expiration date 
Signature_ 


Please Include $19.95 for your subscription and mail to: 
Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 

For faster Service, Call toll-free: 1 -800-444-2884 

Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add $20.00. Any/all 
checks or money orders must be payable in U.S. funds, and must be drawn on an American bank. (American Express money order, Citibank 
money order, or any other type of check or money order that would go throvgh a U.S. branch bank.) All foreign orders must be prepaid. 
Please allow 6-8 weeks for your first issue. Bi-monthly issues will be mailed thereafter. HSNL7 
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Super N£S Is ■ registered trademarks ot Nintendo ot America tnc 
01991 Nintendo of America Inc, ROBQCGp ,w tm & ©1993 Qr lpqJB fctmpI Corporation 
All riphts reserved TM designate* * tradem*y^^*|M$f^^tXorporati6n 
THE TERMlriATOR TU Ttt A 01934 Cinema 34. A G y flU # >r yiM I Aff tfgfktl 

reserved. TM designates a trademark of Corporation 

Sublicensed by Beitiasda Sollrvorju^Adfl BMLtf[£rWfl&d9fc flfchle reserved 

'wQKB^^H^KBEKPt of Virgin Enterpriser, Ltd 
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Try not to fumble as you plow 
down a mud-slicked or ice- 
packed field. 


Now you can enjoy ABC's Monday Night Football any 
night of the week. Our hard-hitting graphics and play- 
by-play sound bring every grunt and groan of the game 
to life. You get all 28 teams and a massive pro- 
designed playbook. Plus, with our incredible "Power 
Play" feature, you can zoom in tight on the action and 
review it all on instant replay. Frank Gifford calls 
every down, so catch all the bone-crushing action on 
ABC's Monday Night Football anytime. 


A WONDERFUL PLAY! 
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IP-OFFENSE 




BUFFALO 
C 2F-DEFENSE 
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BALL ON 41 


Run a variety of offensive and 
defensive plays. 


Nintendo 
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